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The game’s protagonist. 

A former devil forgemaster 
who betrayed Dracula three 
years ago. After renouncing 
his powers. Hector had been 
leading a normal life when 
his beloved was executed as a 
witch. 


He has vowed to exact 
vengeance upon Isaac, who 
cleverly manipulated the 
witch trial. 



A devil forgemaster that served Dracula alongside Hector. 




Convinced that Dracula’s defeat at the hands of Trevor Belmont 
was due to Hector’s betrayal, Isaac has lured Hector back to 
Valachia and forced him to once again embrace the dark power of 
devil forgery. 
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A true witch that escaped the witch hunts. 


Sells items and takes care of Innocent Devils that are not with 
Hector. 

She desperately wants for Isaac to be defeated. 





The man who defeated Dracula three years ago. 

A descendant of the Belmont Clan, he wields the infamous whip, 
the Vampire Killer. He returns to Valachia after hearing rumors 
of a devil forgemaster once again stirring chaos in the land. Will 
he help Hector or try to destroy him? 








A man that seeks to abolishthe curse that is afflicting Euiope. 


He wishes for Isaac to be vanquished so that the curse may finally 
be lifted. He constantly supplies Hector with information about 
Isaac and his whereabouts. 
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Guard 


This is your basic blocking attack that is suitable for 
basic attacks. Power 
moves and Boss at¬ 
tacks can make you 
drop your guard and 
even break right 
through your block. 

This move does of¬ 
fer you pretty good 
protection, but don't 
rely on it later in the 
game. 




PERFECT GUARD 


It Will ifikie a bit of practice to master this skill, but 
’TPfis well worth the time. Once you have timing down, 
you can take on almost any foe without fear! Perfect 
Guard will let you safely block just about any attack 

in game. Further¬ 
more, it will often 
stun your enemy, and 
give you a chance to 
counter attack. This 
is indispensable on 
Boss fights where 
their attacks are too 
strong to block and 
too numerous to con¬ 
tinue to evade. 


DOUBLE STEP 


Essentially a second Quick Step that is performed 
right after the first. This may make it seem like you 
can remain invincible for a long time, but it is often 
better to use a well- 
timed Quick Step 
rather than trying 
to perform the move 
over and over. This 
is a good way to re¬ 
duce your odds of get¬ 
ting hit, when trying 
to escape or evade a 
large area attack. 


See Damage 


This skill will give you an idea of how much damage 
you are doing to an enemy. This can be useful, espe¬ 
cially when trying to 
figure out what will 


Quick Step 

Along with the Perfect Guard skill, this is a staple 
move and is the key to your survival* This is not mere¬ 
ly a quick dodge maneuver; you have to remember that 
■you’re invincible while performing this step. This 
move will allow you to pass through any attack — beam 
weapons or other im¬ 
pending doom un¬ 
harmed. As a simple 
rule of thumb: If you 
can't Perfect Guard 
against something, 

Quick Step through 
it. 


See enemy Names 

Pretty obvious what this does, but the importance is 
that knowing what you are fighting is half the battle. 
The enemy name will appear in the bottom right-hand 
side of the screen* 
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Map Checker 



It*s about time a game let you “write" on an auto map* 
How games have we all played where you wanted to 
go back to an area and forgot where it is? This handy 
feature lets you mark up the map with colored X's. 
A simple innovation to be sure, but one that is long 
overdue and much 
apprec i ated. 


More than a mere list of monsters, this tome has a col- 
lection of valuable data, such as what they are weak 
and tolerant to. It also details their item drops and 
what can be stolen. This info seems interesting at 
first, but when you are looking for a specific material 
to make a weapon, 

you will really ap- “ 

preciate this section. 

Check the back of 

:he book for com- |Ife-k; - 

.h-ie details on ev- SI 

ery monster in the 

game, including the 

Bosses* 
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WEAPON COMBINING 

One of the coolest RPG aspects of the game, weapon 
combining allows you to make your own weapons 
and armor. There 
are about 40 differ- 
ent types of materi¬ 
als to experiment 
with, and you will 
be checking 
combine menu a lot 
to see what can be 
created from the ma¬ 
terials you find. 


You have to steal if you want to make some of the 
jaghast and most interesting weapons and armor 
ihe game. Lock on to an enemy, and when it turns 
purple, you will be able to steal from it. Sounds easy, 
but the actual time frame and circumstances that 
.a use the lock to stay purple is unique to every enemy. 
It is extremely hard 
to ever get a purple 
lock on certain ene¬ 
mies, let alone steal 
':om them. Needless 
to say, these enemies 
ire usually the ones 
with the most valu¬ 
able materials in 
their possession. 


Steal 



I.D. Evo Crystal 


Bach color type of weapon will cause a corresponding 
color Evo Crystal to drop. When these are fed to any of 
your Innocent Dev- 
Us, they'll evolve if | 

they have iu*i their §j 
fcxiinivijiir-m-e, This *Jjj 
feature of feeding K^pSl 
them can be toggled 
on and off* if you ^1 
want to level up be- 
lore having y< v ar I.D v I 
move on to its next 
form. 






I.D. Chart 


Chart the progress and evolution of each of your Inno¬ 
cent Devils. This graph will display the current form 
and even paths of another I.D., if you forge it from a 
Devil Shard, The graph is important to monitor* since 
it shows what type of weapons leads to what branches 
based on the Evo Crystal it is feed. Check out the In- 
nocenf Devil section mn|^ v • 1 
for complete details 

on their evolution IdB- 

and abilities. Wm 
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There are essentially two buttons to use to attack your 
target. The attack button initiates a regular series of 
attacks, and you can continue to press it to execute a 
standard combo. However, after any of the regular 
attacks, you can press the final attack button to ac¬ 
tivate a unique move. The type of attack will change 
depending on when in the string you press the final 


attack button. For example, the action performed will 
be different, if you press the final attack button after 
the first, second or third strike. Experiment with each 
weapon to learn its unique forms of attack. Here is a 
sample of the effects of pressing final attack after the 
indicated number of strikes: 




+ Final Attack 


m E ATQm<&ATE'GO R'l ES 




There axe five types of weapons in the game, and each 
one has traits that are unique to its category. There 
no single type that is better than another, as 
> designed to have a unique feel and style. It 
fletely up to personal preference when it comes 



down to which weapons to use. Still, each player will 
likely have a favorite based on his range, speed, style, 
etc. One other important factor is that each type has its 
own special series of final attacks. 
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Axes 


Spears 


Swords are fast and powerful, and they are probably 
the first choice, since they are so familiar in nature. 
The attacks and final attacks combos consist mostly 
of piercing moves and multiple spinning hits. 


This category consist of slow, but powerful weapon. 
This is not for the quick cut 'em player, and is best 
suited for those players who want to swing less but 
do more damage. Several of the final attacks consist 
of a pop-up move or a great shattering smash. 


These long weapons have incredible range, but do 
slightly less damage. They may seem weak at first, 
but the fact that you can cover so much area, makes 
up for it. The final attacks include a whirl wind, 
spinning attack and a lethal uppercut 
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Knuckles 


Likely to be undervalued by their relatively small 
size, Knuckle weapons are a blast to use. Since 
they're up-close meLee weapons, they have very 
little range, but you can perform long combos. The 
final attacks possess the most variety in the game, 
including a rapid punch, a powered uppercut and a 
ground-level spinning “breakdance” move. 


Special 


These weapons are the toughest to make, and the 
most unorthodox. They include all sorts of projec¬ 
tiles, from a shuriken to a bomb and even a Gatling 
gun. They're mostly used for novelty, but are actual¬ 
ly some of the best weapons in the game due to their 
ability to stagger enemies, thereby allowing you or 
your I.D to attack over and over. The toughest part 
will be getting the materials to even get a chance to 
check out some of these cool toys. 


I nnqgentjdevi m 


and tolerance. Knowing what type of attacks you will 
face can give you a hug© advantage in 
the rings that can offer you 
of attacks. Likewise, if 
you know an enemy's 
weakness, yon can ex¬ 
ploit it to increase dam¬ 
age. Some of these are 
rather obvious by their 
attacks, but you can al¬ 
ways refer to the besti¬ 
ary to check for your¬ 
self, It is a pretty safe bet that an enemy is tolerant 
and weak to the opposite type of category, such as fire 
and ice, light and dark, etc. So if an enemy is shooting 
flames and at you, you can assume it is tolerant to fire 
and weak against ice. 


There are 11 different categories of damage types. 
Several of these types, such as Poison and Curse, have 
- lasting effect that requires an item for you to cure 
o ursel f. A1 so, Para- 
lyze and Stone are 
effects that are tem¬ 
porary, but you must 
literally shake them 
off to help break their 
hold. The rest of the 
i a mage types are sim- 
r ly categories that 
lower your health. 


learning about these damage groups is very impor- 
f.nt for survival. When fighting enemies, it is impor¬ 
tant to remember that each type has it own weakness 


There are six types of LDs to acquire in the game. All 
: ue one of them will join you when you enter the spe- 
: :al rooms with green doors. The last I.D. is a special 
” pe that requires a very special weapon. Once you 
have these companions you can go to Julia's shop to 
remove and even raise new ones. There are a 
myriad of types and abilities for your Innocent Dev- 
.Is so be sure to check the next section for all the de¬ 


tails, Throughout the game these companions will be 
your life saving friends. Often times, they will tip the 
balance of battle in your favor. Also and perhaps more 
importantly their abilities are the key access many 
“secret areas” that hold valuable items. Having the 
right I.D with the correct ability is the key to com¬ 
pleting the game 100 percent. 
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There are many unique aspects to this game but here 
are a few of the important things to keep in mind... 

* The “candles” or large light sources in each room are 
a great way to stock up on items. If you smash them 
as you leave each room you should always be full of 
Serum, Uncurse, Potions and even High Potions. Note 
that High Potions wont appear in these breakable 
candles until the last two levels. 


* Many rooms will lock you in and force you to defeat 
all the monsters before the red bars will drop. Howev¬ 
er, keep in mind that, for the most part, once the gates 
are dropped you can return to this area without having 
to fight the monsters again. This is important because 
you can defeat your foes to unlock the gate and go to 
a save room to heal without having to defeat the en¬ 
emies again. 


* The Save Rooms are obviously the point where you 
save your game, but you should briefly step into this 
room anytime you need to heal. These rooms will com¬ 
pletely restore the life of your character and your In¬ 
nocent Devils. 


• Use the right gear for the right job- In other words, 
equip the right type of protection for the types of mon¬ 
sters you are fighting, as well as weapons that make it 
easy to battle specific types of monsters. For example, 
spears are great to take out crowed rooms but a heavy 
axe type weapon man not be the best choice to jump up 
to combat a Harpy. It is very easy to forgot to optimise 
your gear, but always try to use the equipment that of¬ 
fers you the most protection and best tactical advan¬ 
tage. 



fin save data. 

Please choose the HElOfiY CARD slot. 


$x Sfcuxikea 
Spike Shield 
E fir H Zaghnol 
is* :' Halberd 

Bastard Sirud 


ATK 078 

DEF 105-* 10 3 

SXR 086-4086 
CON 078 4078. 

LCK 0784078 

fj At txtraMfr wIUmImummI yeapon that cat both 
*IL cut thrust. Largs, but can he used iritb one hoed. 


MEMORY CARD slot 1 
MEMORY CARD slot 2 
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-: er making her acquaintance* you will be able to 
. v and sell items, as well as store and retrieve In- 
- scent Devils. You can use a Magic Ticket to warp to 
;: shop any time. If you smash all the '"candles” you 


shouldn't need to buy much, but the option is always 
open. A great safety precaution is the Death Dolh 
when it is equipped, it will “die” instead of you* This 
is very costly but it will save your life, just on© time. 
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WEAPONS 


Potion 


High Potion 


Short Sword 

Gang 

Dong 

Punch Rings 
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ny^gg are six types of LDs to acquire in the game. Each 
of these will automatically join you when you enter 
the special rooms with green doors. However* the last 
“secret" Innocent Devil, Pumpkin, requires a very spe¬ 
cial weapon to awaken it* Once you have these com¬ 
panions you can go to Julia’s Shop to store, remove and 


even raise new ones* Throughout the game these com¬ 
panions will be your life-saving frienda Often times, 


they will tip the balance of battle in your favor. Ad¬ 
ditionally, and perhaps more importantly* their abili¬ 
ties are the key to access many “secret areas ' that hold 
valuable items. Having the correct ID. with a certain 
skill the key to finishing the game 100%* Still, these 
abilities are more than just a means to find items. 
Their skills are essential for survival! 


Controlling l.D.s 






There are three modes that you can place the LD. into, 
Auto, Command and Guard* For most situations it s 
okay to leave the I.D on Auto and let it decide what 
abilities to use. This mode is a great help for easy fights 
where there is no need to micromanage your buddy* In 
tougli situations you will want to issue commands di- 
rtly to your LD* Several examples include command¬ 
ing a Fairy type to heal you quickly or having an I.D. 
TSsla specific spell when it is desperately needed. Tak¬ 
ing direct control of the Innocent Devils abilities can 
hide* In some cases it is better to use up their 


heart bar doing damage than to let them fight it out on 


their own. The 
the I.D* will block, 
cannot block forever, 
but it can certainly 
serve as a great dis¬ 
traction to enemies! 


is a Guard Stance in which 


Growth and leveling Up 


Your Innocent Devils level up the same way you do. 
When you battle together both of you will receive ex¬ 
perience. Each time they reach a certain EXP total 
they will go up in level. The interesting factor is that 
each I.D gains attributes at different rates. Check out 
the charts for each type to see how each I.D. raises its 
attributes per each level it gains. 
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EVOLUTION 



As you fight enemies with your I*D. you will see Evo 
Crystal fall from enemies* The color of the crystal cor¬ 
responds to the color of each weapon. For example, a 
eword will cause red crystals to drop* When you check 
Out and LD* on its chart page you will see the possible 
ways to evolve it* Some Innocent Devils have special 
requirements beyond the Evo crystal value (see each 
I.D*), but for the most part you simply need to collect 
the number of crystals mentioned* Note that once you 
do evolve all crystals on that path will be reset! You 
can also toggle off the ability of your I.D. to eat these 



crystals if you wish to level it up before it evolves* Ulti¬ 
mately you will want to evolve your l.D.s into the final 
form that offers you 
the best set of abili¬ 
ties that you seek. 



















ABILITIES 


his is the most crucial factor of your Innocent Dev- 
.s. Their abilities will let you access many areas of 
■: game as well as give you an arsenal of great new 
::acks and support functionality. Be sure to check 
:t each the abilities on the following pages and then 
rt your sites on evolving your X.D. to gain this great 


Player enhancements 


; t only are the I.Ds a great companion to help you 
: :ile beasts, but each one also offers you a stat- boost. 
This may seem like a small thing at first, but once 
‘ -iey level up the increases to your attributes that 
'ey offer can be very substantial. 


Below is a chart that details the enhancements the 
various I.D.s initially offer, and then after they begin 
to level up. For example a Lv 50 Iytei Battle Type 
will give you a strength boost of 10 + (40 x (59 - 1) / 98) 
= 33 + STB 


TOTAL 5TAT ENHANCEMENT - INITIAL STATE + (GROWTH RATE x (LEVEL - 1 ) / 98) 





TYPE 

states 

+STR 

+CON 

+LCK 

BATTLE 

Initial State 

10 



Growth rate 

+40 



Bird 

initial state 


4 


Growth Rate 


+12 


Fairy 

INITIAL STATE 



1 

GROWTH RATE 



+14 

magic 

INITIAL STATE 

5 

2 


GROWTH RATE 

+20 

+6 


DEVIL 

Initial State 

4 

2 

1 

Growth rate 

+ 14 

+4 

+5 

Pumpkin 

initial State 

10 

4 

5 

Growth Rate 

+60 

+ 18 

+50 


Life and death 


Jut like you, an I.D can "die” if it completely exhausts 
ns heart bar. Unfortunately, an I.D. uses the heart bar 
: r its life and abilities, so there is always a trade off 
r. how much you want to drain an LD/s life by us- 
.r_g up its abilities. If an LD, does use up all of its life 
- will enter a ghost-like state where it is unable to 
any physical effect. In order to bring it back to 
‘his plane of existence you will need refill its heart 
1 4 of its max. You can refill its life bar obviously 
collecting hearts, as well as by performing a Per- 
.-E-ct Guard. 



devil Shards 


These small egg-like shards are your means to forg¬ 
ing more Innocent Devils. After about 20 minutes of 
. ntinual use an I.D. may drop a shard for you. The 
--Ally incredible thing about Devil Shards is not only 
‘-hat you can go to Julia's shop and forge a new IJD., 
at it will get a 10% bonus of the stats of its parent! 



DwtII Shard produced by 
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I n. AR1HT1ES 


the ability. 


MAC M ARP 


USE 


SECTION 


that follow are composed 
data that presents the abilities of 
Devil. Here is a breakdown of each 


FVOIVrSINJ.O: 
- Spec n mail 
: - Golem ... 


ABILITY CLASS HTARTS "TcT ^ 

firm. I A 4 r CANi:Ol'EM CIWIH-.. 

hM 11 * H (.TRTAtN SPE KJHtOGKMCft 

Force ciai poors 


CLASS: Category that determines how the ability is triggered. 


A: Activated by pressing a button. 


B : Begins automatically (I.D, uses move on its own), 

LEARNING REQ.: Learning Requirement. How each ability is learned. 

Moves marked "0” aTe learned from the beginning. 

Moves marked with a number are learned by defeating a certain number of 
enemies based on a “Beat EXP formula. 

beat exp = n + (Enemy’s level + 5) / 10) 

This a rather complex equation but the important thing to know it that it is the 
amount of enemies based on their level! 

Moves with an * (asterisk) have a special condition that must be met. 

Afpxr pwb • Attack Power This is the attack poweT of each ability or any special effect 
U tas °a“ ul ated off of a multiplier based op the I.D.'e Magto or Attack 

stat 

ATK. PWR. = NUMBER x ATK. [BASED ON ATK ATTRIBUTE] 

atk. pwr. = Number x mag. (based on mag attribute] 

EFFECT : This field displays the various attributes of the respective ability. 

G : Indicates Guard (Blocking). 

Big, Mid, Small: Types of Attacks. 

Stun, Freeze, Poison, Sleep : Status abnormalities placed on enemies. 
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Battle Type Magntard 


Ability 

iikhm 

h >iu I 


At EKA 
o asi 


Battle Type 


Class 

a 


Magma k d 


100 

5.0 

2.5 

2.5 

5.0 

7.5 

5.0 

7.5 

7.5 

5.0 


NOTE: This table shows the increase to each attribute when the 
named I.D. levels up from EXP. 

- EVOLUTIONARY DEVELOPMENT 


I.D. NAME 


REQUIREMENT 


Use 


EVOLUTION 


i. MAGMARO 


40 EVO CRYSTALS 


Knuckle/ax e/s pear 


2. SPEED MAIL 


1. MAGMARD 


40 Evo Crystals 


Sword/special 


3. Golem 


2. Speed mail 


90 Evo crystals 


knuckle/Sword/Spfar 


6. Rasetz 


3. Golem 


90 Evo Crystals 


SPECIAL 


4. 1YTE1 


3. Golem 


70 Evo crystals 


5 WORD/SPtAL/AXF/KNUCKLE 


5. Juggernaut 


5. Juggernaut 


90 Evo Crystals 


Axe/Special 


8. IRONSIDE 


5. JUGGERNAUT 


90 Evo CRYSTALS 


Spear/ Knuckle/S word 


9. Liquid Golem 


The muscle of the group, this will be your “tank”. It 
can take and dish out a lot of damage and it’s only 
braw back is that it is ground based so it has a tough 
time with ariel foes. Also, since it a ground dwell¬ 
er it is very susceptible to power attacks and huge 


beam weapons. Still, this I.D type will have the most 
hit points and when it comes to dealing out raw 
damage, none cam match it. Use this heavy hitter to 
go toe to toe with almost any melee foe and you wil 1 
come out on top. 


J.FVF1 UP ATTRIBUTE INCREASE 


I.D. NAME 


Heart meter 


ATK 


MAG 


DEF 


AGL 


EVOLUTION DIAGRAM 


CORPSEY 

GOLEM 


lYTEI 


Liquid Golem 


2. Speed Mail 


90 evo crystals 


SWOR-D/STECiAL 


hearts " A K 7^ Nt: atk.I'wr effect 

| X M AG M>[\ FlOAI. 
4 | ( AN OPEN ( i INLET 

CERTAIN MT- kNOUtlUCK 
AI At IK50R5 


[.HARMING 


ATICPWR LFFF.CT 


LARIS 


ABILITY 


Mm FlOAI 
G INI II. 
k NUt "Kl'-At 


l \ MM i 
L AN i H'l N 
C Fit I AIN M'l 

U Ai nouns 


IlfAVENl'l 

swt nu i 


(Initial State) 


MAGMARD 


RASETZ 


Juggernaut 


IRONSIDE 


7. CORPSEY 


r: In the room beyond the first Trevor fight, summon a Battle Type ID (any is fine), and wait 
a few moments. The room’s magic circle will activate and the move is learned. After learning, 
any Battle Type ID can use it. 2 ’: Perform 100 chain attacks, 


SPEED MAIL 


Speed Mail 
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RASETZ 


ABILITY .CLASS 



HP 


H EARTS. 

4 


AtkPwr effect 


I X MAG MUT HOAX 

CAN CM'EN Ci I NEFF. 
CLlUAEN SIT- KNOCK HACK 
CIAL llOOEtS 


l> 1C, l+E : , E- A k S 
THROUGH G, 
Tart 1 1 


Golem 


ckVOLVLS.lN-rO^ 

||hi" 

■ J L; c i c i L RN 


ability Class Hearts 


UAilN,Nf; ATK. Pwr. .Effect 


! X MAG MID. 11 OAT 
CAN OSIN 0 I MF LK. 
CE M AIN, SPE - kNOCKEIAUS 
CIAL DOORS 


Her PRfss 

A 

12 

40 

3 X MAG 

Cf NTLW 

3 >. MAG 
ShkNDENGS 

BIG, G INEM 
STUN / MID. 
BREAKS G, 

SI UK 

ftir PRESS 

Lv. 2 

A 

12 

T 

same * 

J X MAG 

SAME - 

Beg. G ineff. 

STUN / 







lUGGERNAUT 


H .>Lviis 

Ironside j 
TUJD Coi EM? 

T . V rfa htwSSfi ffi'/ir B tiim 


■A 2 

ABILITY 


Hearts 1 fl r R ^T ig ATK.Pm Effect 

1 X MAG MID. MOAT 
4 ]' CAN OPEN GHNF.fK, 

CERTAIN SJT- KNOCK Is AC K 
UAL DOORS 


ihiMING 

EVt 


FILL I T [ 
t »SvT LV. 2 




CORPSEY 


|| EVOLVES INTO 

I n/a 





Ability 

BRUTF 

FORCE 

Class 

A 

HEARTS 

4 

Learning 
R i' c 

r 

ATfCPWR- 

1 x MAG 
CAN OPEN 

CERTAIN SPE 
UAE DOORS 

Effect 

mid, Float. 

G INELJ. 
KNOCKBACk 

Grand 

wave 

A 

8 

40 

1 X MAG 

tie BREAKS 
THROUGH G, 
EAftTH 

Bone 

Storm 

A 

12 

200 

0.75 x MAG 

flit 3. DAPvk 



m 



revolvesj Nmmmmm 


.: N/A 'M 





Ability 


Class Hearts ^ro^' AlkJ’wr. Effect 


1 x mag mid. fi.uai 

CAN OPEN OlNLll. 
CERTAIN-SPi- KNOCKHACK 
CIM DOORS 


SHOULDER 

RIDE 


ftic. float 

I x ATK NoG. 

WHLLf DASH- KlvUCkflACK 
INC; WHlLL PASH 


? , 






I ron si nr 





- A] 

HR 


Hvoivesjn-io.j^jH 
, n/a rmmm 


t I-A Lt Ml Kll". 

A B f LITY C LASS H E A RTS ^ ATEC.^VR. E FFECT 

\ x mag mid. Float. 

likUTE A 4 I* CAN OPEN G INLET 

fnart CERTAIN M r fc- KNOCKRACK 

rLKLfc c®* doors 


Hit,, C. IN El F. 
100 J X MAG KNOCK HACK 


MAUtlNL 
GUN SHOT 


l X MAG Bro. BREAKS 
G. Knock- 


LIQUID GOLEM 


sLVOLVES INTO 


.... 


MiJJLIidI— 



Ability 


H emits 


Atk. Pwr. Effect 







Brute 

Forge 

A 

4 

V 

l X MAG 
CAN OPEN 
CERTAIN SPE¬ 
CIAL HOURS 

mjd. Float 

G IN EEC. 
KNtXlKPiAC V. 


MERCURY 

SPHLIU 

A 

20 

300 

1 X MAG 

flic Breaks 
G Knock- 
back 


MAGMA 

Mom 

A 

3tt 

400 

Based on 

MAG 

elrf Amu 
BtJTI AUDIO 
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Bird Type 


The Bird Types all have the innate ability Glide and 
it can be upgrade to bong Glide, This is a crucial 
skill to reach some tricky parts of the game. It is not 
a physically strong LX), but it T s flying ability and 
good agility make it great and hit and run attacks. 


1EVEL-.UP ATTRIBUTE INCREASE 


Also, it has many air borne abilities that can rain 
damage on multiple foes. They axe well rounded fli¬ 
ers and their speed makes them idea for taking on 
most cumbersome opponents. 


evolution Diagram 


l.D. Name 

heart meter 

ATK 

MAG 

DEF 

AGL | 

(INITIAL STATE) 

50 

5 

5 

5 

50 

CROW 

3.0 

0.8 

2,0 

2.0 

2,0 

GOLDFINCH 

6.0 

0,4 

1.0 

1,0 

3.0 

KHAOS 

1.5 

1.6 

2.0 

1.0 

2.0 

Blagsdeath 

4,5 

0.8 

2,0 

1.0 

2.0 

Gargoyle 

3,0 

1,2 

2,0 

2,0 

1.0 

Skull wing 

3.0 

1.2 

1.0 ' 

1.0 

3.0 

THOENIX 

3.0 

0.8 

2,0 

2.0 

2.0 

WINGQSAURUS 

4.5 

0,4 

1,0 

3.0 

2.0 

Indigo 

4.5 

1.2 

2,0 

1.0 

1.0 

crimson 

4.5 

0,8 

3,0 

1.0 

1.0 


Ql @ 0 0 

¥ a ¥ 

x. 



NOTE! This table shows the increase to each attribute when the 
named LD. levels up from EXP, 


ABILITY FOOT NOTES 3': Defeat 50 enemies over Level 25, 


LD. Name 

REQUIREMENT 

Use 

EVOLUTION 

1, CROW 

40 EVO CRYSTALS 

Knuckle/Speciai/Spear 

2. GOLDFINCH 

1. CROW 

40 EVO CRYSTALS 

SWORD/AXE 

3. SKULL WING 

2. GOLDFINCH 

70 EVO CRYSTALS 

ANY 

4, KHAOS 

3. SKULL WING 

90 Evo Crystals 

spear/Knuckle/Special 

5. Phoenix 

3, SKULL WING 

70 Evo crystals 

5WORD/AXF 

6. WINGQSAURUS 

4. KHAOS 

90 Evo Crystals 

Spear/Kn uc kle/S word 

7. BLAGSDEATH 

4. KHAOS 

90 Evo Crystals 

AXE/SPECIAL 

8. Gargoyle 

6. WINGQSAURUS 

90 Evo Crystals 

spear/ Knuckle 

9. INDIGO 

| 6. WINGQSAURUS 

90 evo crystals 

s wo rd/axe/ special 

10. crimson 


i 



Crow 

I'll: HI i ^.'Evcnvm nt.O: § 




; V\ H V l 1 IN 1 U: • m 

CiOLDI INCI I cUffeg 
■''Ski 11 I WING , V,. . f 


f * 

^ »/ j 


r.m nFlNTM 




ABILITY CLASS HEARTS LE rT ATKINS. EFFECT 

nchjn'iHF 


„ , . _LEARNING 

Ability Class Hearts Rll! _ 


Atk I’wr Effect 

\ MAC ftlG 


n 

-v V 






































































Blags death 


RP'VFSJNT.Q: 


ability Class hearts '•“JSff** atkj’wr. effect 

r ._ , lriJ <15 X MAG SMALt 



Gargoyle 





ability class Hearts 


. Learning 


4<KMR i 

iaii 


ID 


40 


AmPWR EFFECT 

4 H MAG RlG.YlUAl, X 
if(Mil r li in 


FORCE 

I AN NT TN 


200 




PHOENIX 


WINGOSAURUS 


•FVqiVFS.iNT.Q-.igg 

/ INDIGO ;; 

/'Crimson - 1 


:CV.QLVliSiJlslT 0 i 
... n/a 


ABI L ITY C LASS H FARTS ' F Am TWR EF FECT 

IX MAG MID, G (NED 

FIRE EWiUi A 12 UK) knockback, 

FIRE 


Ability Class Hearts L£A [ ^ ng atkJ’wr. E ffect 

RJRTHER 

LONG A 0 40 GLIDE 

Glide 


0.5.X MAG NO K LAC- 
IION. G IN' 
1:1 K. ABSORB 


Dmg. ro ali 

t.5 X A^AX nr 


fc*G ran g 


Deadly 

absorb 


Indigo 


CRIMSON 


■ EVOLVE S_ IN; 1.0/ 
N/A 


ability Class Hearts lE:A } 4^ NC ' atctwr Effect 

I X MAG mid, fo : 

ICICI L A g 40 [RtTZI 


Ability class hearts LEA r e ^ ng atk._pwr. effect 

1 X MAG MID. LX'iU is 

li.NINON A, 10 40 NRf 

SLOW 


0.1 X MAG Mid. k 1 
E- RE 1X3 


HJZZAltD 
iKLAt I I 


R AMI 
It HI A311 
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This type is not intended for battle, rather it is a 
support character.. The Fairy Type are proficient 
healers and some of the evolved forms can even cure 
status ailments such as poison, curse and stone. Just 
because they don't fight well, don't ignore this them! 
They are your primary source of healing If you 


LEVEL-UP ATTRIBUTE INCREASE 


RegardingTiramisu’s Gold Heal 


INFANT FAIRY 


tvot.vi-.sjNXp: 

■ LEAFFLE | 
C- Herbbt | 


LEARNING 

RECL 


ATKPWR. E.FKE.CT 

Uft N TFttA’ 
SURF ClItS i 


FAIRY TYPE 


run out of Potions or items. The best use for them 
is when you are fighting easier enemies where you 
don’t need any assistance. This will give the Fairy 
time to heal you while you can feed it hearts from 

simple foes. 

F vni l TTinN niAHR AM 


Hit: ion 
tuun-w 


I.D. Name 

HEART METER 

ATK 

MAG 

DEF 

AGL 

(INITIAL STATE) 

50 

1 

1 

1 

100 

Infant Fairy 

2.0 

2.0 

1.0 

0,0 

0.0 

LEAFFLE 

3.0 

1.0 

1.0 

0.0 

0.0 

HERBEST 

2.0 

2.0 

1.0 

0.0 

0.0 

HONEY BEE 

1.0 

1.0 

3,0 

0.0 

0.0 

KILLER BEE 

4.0 

1.0 

0,0 

0,0 

0.0 

HORNET 

1.0 

4.0 

1.0 

0.0 

0.0 

Proboscis Fairy 

1.0 

1.0 

1,0 

1.0 

1.0 

TIRAMISU 

2,0 

L0 

2.0 

0,0 

0.0 

TIARA 

3.0 

1.0 

1.0 

0,0 

0.0 

COMET STAR 

2.0 

2.0 

1.0 

0,0 

0.0 


NOTE: This table shows the increase to each attribute when the 
named LD, levels up from EXP. 

1 ^ , EVOLUTIONARY DEVELOPMENT 


LD. Name 


j INFANT FAIRY 


1 , Infant Fairy 


2. LEAFFLE 


2 . OR 3. 


3. HERBEST 


4, HONEY BEE 


4. Honey Bee 


5. Killer Bee 


5, KILLER BEE 


6. HORNET 


6, Hornet 


REQUIREMENT 


40 Evo Crystals 


40 Evo Crystals 


70 Evo crystals 


70 Evo Crystals 


70 Evo Crystals 


90 Evo crystals 


90 Evo Crystals 


90 Evo Crystals 


90 Evo crystals 


90 Evo Crystals 


90 Evo Crystals 


Use 


KNUCKLE/SWORD 


AXE/SPEAR/S PECEAL 


AXf-/ KAIUCKL E/SPECIAL 


Spear/Sword 


ax e/ Kn uc kle/Sp eciAL 


Special 


AXE/S P EAR/SWORD/KN UCKIF 


,AXE/SPECIAL 


Spear/S word/Knuckle 


SPEAR/Sword/AXE 


Knucki e/Special 


Evolution 


2. LEAFFLE 


3, Herbest 


4, HONEY BEE 


5. Killer Bee 


6. hornet 


7, proboscis 


8. TIRAMISU 


8. TIRAMISU 


9, Tiara 


9. T iara 


10, Comet star 


If the player has more than $50,000, the fee for use of the Gold Heal 
is 10% of the player’s total. 


LEAFFLE 


fetycnycsiNTC)^ 

■ Honey Ri i mt 


IKILLER ME 


ABILITY CLASS HEARTS ATRPWR. EFFECT 


POISON 
PnWDJ R 


M JOULE. 

100 0 X MAG KNOCK BAt X. 
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HERBEST 


Honey Bee 



ABILITIES 


•EXaLMESjrslJ^.: 

- kill Fll Ml 
K HORNET i 


I ItCTOR 
RECOVERS 

SO I I P 


ability Class 

VV1||X)TF [; 


HEARTS lEA D R F rJ KG ATX PWR EFFECT 


HEALS SI'AHJS 
A BNORMAL I 
TIES 





ABILITY 

Gold 

heai 

Class. 

A 

H LA RTS 

6 

ilARNINK. 

R£CL 

100 

Am_P_wR Effect 

Rl UMHW 
Hr mu Musr 
i L AY S SIC * 





AHUT- 

DECJWIER 

fi 

0 

200 

MAI KAi.lY 

1K. it! LFl!A Al 
l.Ol'Al ION- 

iNVINCIlil r 

Vase 

A 

30 

400 

1 I 1 I.L.: 1 I AS 1 S 
K! MO iNITS, 




TIARA 


Comet Star 


IVOIVLSJNIp: 

N/A j,.," 


LVOiyLSlNStT 

L, .. .. N/A 


.EARN I NO 

Re CL 


ATIClWfL EFFECT 

EFFI Cl lAfi'LS 
ft) M CON ITS 


A hi LiTY Class l-l [arts 


ability Class hearts. 


OnttTAi 

SKllU 


10 


I E M I V. A 


24H» 


Hit lull 























EAGETYPE 




Footnotes 


EyGLV £S|I I^J J,Qpj 
NAUTILUS HOD 
OGRE ROD • 


] as rs 10 
seconds 
sMAIL hr 


2. Scissor Rod 


70 Evo CRYSTALS 


SWORD/5 PECIAL 


5. OGRE ROD 


3. Talon Rod 


70 EVO CRYSTALS 


5 wo RD/AXt/ 5P ECIAI 


5. Ogre rod 


3. Talon Rod 


70 Evo CRYSTALS 


Speab/Knuc icle 


6. GOAT H LAD 


4, NAUTILUS ROD 


90 EVO CRYSTALS 


7. EYEBALL ROD 


4. Nautilus Rod 


90 Evo Crystals 


SrtCI MJ S'WORD/ Kn uckle 


8. Embryo Rod 


5. OGRE ROD 


90 Evo Crystals 


SWORD/SPFAR 


& Embryo Rod 


5, Ogre rod 


90 evo Crystals 


KN VC KLF/S PFC1A V AXE 


9, Crystal Rod 


6. Goat Head 


90 evo Crystals 


KNUCKLE -‘'5 WORO/AXt / S f EAA 


9 Crystal Rod 


6. Goat head 


90 evo Crystals 


10. Twinkle Rod 


SWORD/AXt 


Ability 


Mi arts 


Atk. Pwr effeci 


2. Scissor rod 


70 Evo crystals 


4. NAUTILU5 ROD 


4 - : walk around for one hour with the LD, Specifically, the count begins when the player starts 
to move with the ID summoned. If you replace the ID into your deck, or the ID dies, the count is 
reset. 


l Wood rod 


40 Evo Crystals 


LD. NAMF 


REQUIREMENT 


1. Wood rod 


40 Evo Crystals 


-- . 


3J&TE?table shows the increase to each attribute when the 
named I.D. levels up from EXP. 


F VO 11JTIO N A RY D EV F LO PM E N T 


WOOD RO D 


LVOLYESJN.l'O 

^Scissor Rod 
■ Talon Rod 


The only true magic-user of the Innocent Devils. Fire. Ice, etc. Their weakness, like all mages, is that 
those I.D.s have the greatest variety of magical at- they are physically weaker than some of their breth- 
tacks and defense. Their diverse powers cover a ren. While they cannot take a lot of damage they can 
wide range - from defensive magic l ike shields to sure dish it out. Check out an enemy s weakness - the 
just about all types of attack magic such as Light. Mage Types surely will have a way to exploit it. 

Jmr.;: ■ 1 FVF1 -UP ATTRIBUTE INCREA SE EV OLUTION DI A GRAM . 


I.D. Name 

heart meter 

ATK 

MAG 

DEF 

AGL 

(INITIAL STATE) 

100 

2 

20 

10 

5 

WOOD ROD 

2.0 

1.0 

1,4 

1.8 

1,6 

Scissor rod 

4,0 

0.0 

1.4 

1 .8 

1,6 

Talon Rod 

2,0 

0.5 

2.8 1 

1.8 

0,8 

nautilus rod 

2,0 

0.5 

2 J 

2.7 

0,8 

ogre Rod 

4,0 

0.5 

1.4 

0,9 

1.6 

Goat Head 

2.0 

0,5 

2.8 

1.8 

0.8 

Eyeball Rod 

2,0 

0.5 

2,1 

2.7 

0,8 

, embryo rod 

3,0 

0.5 

1.4 

1,8 

1,6 

Crystal Rod 

2,0 

0.5 

2.1 

1,8 

1,6 

Twinkle rod 

3.0 

0.5 

2.1 

0,9 

1.6 


SCISSOR ROD 


Mi ILITY C LAS S HEARTS 


LEj RrsL' g ATK..PWR. EFFECT 


26 
















































































1/ta rmrtef'rt. 


(ft me 


* ft/tope/t/ A 




<MUJIE 


affrtf yottaft 




m*e>*x*ne*\ 


V'/S/j 


W'MtiJ' 


Talon ro d 


Nautilus Ro n 


iVQtytSJNTQ: 

■ OGRE ROD' 
BSoAT H HAD; 


Learning , r , 

(tHl atk._P\vr. Effect 

1 X MAG Mil). LltlUT, 
] 00 purify 


•-1LITY CLASS HEARTS. L ™™ U ATKj’WR, EFFECT 

-„ c 0,1 X MAG lA$TS 10 StC. 

A 20 40 WD5; SMALL. 

N^tSSORS f' I R.L 


A ftf LITY CLASS H CARTS 


EFFECT LASTS 
10 SECONDS; 

small Light 


Ogre R od 


Embryo Rod 


“ ATK. PWR Effect 

}. \ MAG ftKJ, lixiAL 

40 EHUAKSU 

I I ILF 


Ability Class Hearts 


I M’lO 
SION B 


Df MONK 
DlSASl LR 


Crystal, rod 


L VjL>L.VLS_J N.IO -m 
•N/A mm 


ability class Hearts 11 A ^[ NQ air ier dirt 

%tul lR A 20 100 


ABILITY 

VGNEA 

Class 

A 

H E ARTS 

20 

LEARNING 
RE CL 

100 

ATtCRWIL 

0.4 X MAO 

Effect 

SMALL. 

1 KjH'I NING 

M.OR ft 

A 

20 

200 

0:4 X MAG 

El 1 K r LASTS 
10 SECONDS: 
SMALL 


ABILITY 

Class 

Hearts 

1 EARNING 

Recl 

AIK-.PWIL 

Effect 

IfVMON 

•OUST 

A 

20 

HM) 


1 U t\ 1 FASTS 
10 SECONDS 

HOMING 

A 

JO 


0.7 S \ MAG 

Min 


Ability 

Argent b 

Class h earts. 

A 20 

Learning 

IUCL 

100 

ATKJYVHl 

0.2 X MAG 

Effect 

1 EL EL 1 1AST'S 
EG SECONDS: 
SMASI 

SAL AM AN- 

A 

4* 

0J5 X MAG 

Small Eire 



































Gale 


:Ly(H.Vl-S.1N I'O: 

'Know I 


„ HARNINi 

ABILITY CLASS H EARTS um. 


Devil Type 


Devil I.D.s don’t have nearly the variety of the other 
types. They can only evolve twice, but that is enough. 
These are pure and simple killing machines. They 
do have the much-needed Magic Circle ability as 
well as a few other "oircle attacks". However, their 
strength lies in their high defense, attacks and agil- 

[ HVFI -1JP ATTRiBUTE 1NCREASE 


ity. This is one of the only Innocent Devils where 
you may never want to use their abilities in combat 
since they are such proficient fighters on their own. 
Note that after their first evolution you must use the 
Chauve-souris to evolve them. 

FVOUITIQN DIAGRAM 


i.D. Name 


(Initial state) 


Gale 


brow 


THE END 

inppiMppp 


HEART METER 


120 


ATK 


MAG 


DEE 


AGL 


ARII ITY FOOTNOTES 

5": Player must defeat 20 enemies over Lv.30 without 
taking any damage. If ID dies, the count is reset. 


NOTTS: This table shows the increase to each attribute when the 
named I.D. levels up from EXP. 


FVOI UTIONARY DEVELOPMENT 


: • SPECIAL HEART FOOTNOTE: 

The number of hearts consumed by all Devil 
Type abilities are listed here by the amount de¬ 
pleted upon the beginning of the ability's usage. 
From that moment onward, each of these abili¬ 
ties depletes 5 additional hearts per second. 


I.D, NAME 

REQUIREMENT 

USE 

EVOLUTION 

1. GALE 

200 Evo Crysials 

ANY 

2. BROW 

2 BROW 

100 EVO CRYSTALS 

MUST USE CHAUVE- 
SOURIS! 

3. The End 
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Pumpkin Type 


This is the only Innocent Devil that will 
matieally join your group. You must create the 
Pumpkin Mace and wake this I,D with a good 
..ack on the head. The Pumpkin I,D,s are the 
: mie relief of the group, in that they have a lot of 
- -rsonality. Unfortunately, with all the style they 
given only one ability. Pose, 


of their advanced forms requires 
weapon to evolve them, so it will be quite a 
see all of the Pumpkin Type iterationa Still, 
)ffer you great stat boosts, and are genera 
blast to have along as you trek through those 
hallways. 


f 




Level-up attribute Increase 


evolution diagram 



D. Name 


heart Meter 


itial State) 


jt A 


Pumpkin 




QUEEN 


Bloody 


lown nose 


new deli 


R5ED PUMPKIN 


'*/7 iiM/Aff'tffl/r 


MSLCAL ANGEL 


EN1US CHEF 


/TE: This table shows the increase to each attribute when the 
med LD. levels up from EXP. 


Pumpkin Type Pumpkin 


evolutionary development 


ED- Name 

REQUIREMENT 

USE 

Evolution 

1. Pumpkjn 

70 EVO CRYSTALS 

Knuckle 

2. Queen 

i. Pumpkjn 

70 EVO CRYSTALS 

axe 

3. Bloody 

L PUMPKIN 

70 EVO CRYSTALS 

Sword 

4. Tiny king 

1. Pumpkin 

70 EVO CRYSTALS 

SPECIAL 

5. Clown Nose 

l. Pumpkin 

70 EVO CRYSTALS 

Spear 

6. New Deli 

3. Bloody 

100 EVO CRYSTALS 

Must use Death scyth e 

7. cursed Pumpkin 

3. tiny King 

100 EVO CRYSTALS 

MUST USE SHORT SWORD 

8. Whimsical angel : 

5. Clown Nose 

100 EVO CRYSTALS 

must use Frying Pan 

9. GENIUS CHEF 










































































he Enemies 


The Maps 


Abandoned Castle Map 


Th.erapeu.tic 

Chair 


Potion 


Potion 


Memorial Ticket 


Double Step 


Dragon Crest (Chest) 


Quick Step 


L D. ■ Infant Fairy 


Use Dragon Crest 


Abandoned Castle if 


Zombie 

Lv. 5 

Wizard 

Lv. 6 

Skeleton Blaze 

Lv. 5 

Armor Knight 

Lv. 7 

White Dragon 

Lv. 10 

Crazy Armor 

Lv. 9 


Executioner 

Lv. 2 

Skeleton 

Lv. 1 

.'.'Fenr.tr 

Lv. 5 

! Cyclops 

Lv. 8 

Merman 

Lv. 4 

Ghost 

Lv. 3 


Abandoned Castle 2F 





















































































/( f i'ffr/t f > 




Aluminum 


f {ijtt a* 


Potion 


I.D. Evolution 




Weapon 

Combining 


)/ft /lift n* mi ft 


Abandoned Castle bif 






Vfh 


Abandoned Castle 3F 


Abandoned Castle 4F 
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ABANDONED CASTLE IE 


m 

Before 


your ad- 
venture begins, 
jS turn around and 
head away from 
the Castle, follow¬ 
ing the path out¬ 
side. At the end of 
fcf* circular clearing, 
you will find a 



i 


Retrace your steps, and enter the Castle for your fight 
battle against an Executioner. Simply run around 
this hulking figure, and cut it down to size* The bar¬ 
riers will drop, and you will acquire the 
I Mi&use the Save Room in front of you, and proceed 
to the east end of the Castle. Dispatch a trio of Skel- 
m etons, and exit through the double doors. In the fol¬ 
lowing room, a large group of Skeletons will swarm 
you. Keep them in front of you T and dispatch them one 
at a time. They are ” 

pretty weak, so 
you should have 
no trouble with 
these undead. The 
prize in the center 
of the room is the 

which will allow 
you to evade at¬ 
tacks. 


EXECUTIONER 

r *■ • >VTF- 


No. Level HP EXP 

1 2 210 4 


61 26 
142 47 


465 181 

885 903 


;■' & 

Sr 



SKELETON 

NO. 

Level 

HP 

EXT 



t 

i 

21 

0 

m 


19 

9 

49 

3 


100 

38 

154 

(>4 


% 

WEAKNESSES: 1 

TOLERANCE: 

f 

v 

Ft EG 

V'. 

Dark 

Jt 


! 

itl 

1 

K 

\ 

ITEMS DROPPED 

STEAL 

& 

* 

r 

\ 

§ 

ill 


Bronze 

$10 


HUMAN RONtS REANIMATED AS A MON¬ 
STER BY EVIL MAGIC SLOW-MOVING BUT 
EQUIPPED TO KILL 


I 


WE AKNESSE S: TOLERANCE: 
Earth thunder ^ 

LIGHT ft; 

ITEMS DROPPED STEAL 


— Ham- $50 

burger 

AN AfiOMINAHON CREATED FROM NUMER¬ 
OUS DEAD BODIES. SMASHES ANYTHING IN 
RANGE WITH A MASSIVE HAMM EEL 



ABANDONED CASTLE 2F 

Head upstairs to 2F, which will take you outside to 
the outer wall. On these ledges, several Fenrir will 
pounce out of the ground - so attack them quickly 
to knock them down, and be sure to finish them by 
striking before they can get back up. 

Walk along the perimeter through the next couple of 
rooms, and destroy another trio of Skeletons, To the 
left is a Save Room that you may want to use. Contin¬ 
ue forward to a round section that contains the 

With this in your possession, you 
can now see most of the Castle and all of its floors. 

Follow the outer | 
ledge to the next 
circular area, and 
enter the door. 

Inside this room 
are a Cyclops and 
several Skeletons. 

The big guy has ! 
a huge club that I 
gives it great 


range. Attack it from the back, and use the Quick 
Step to dodge its arching attack. If you are taking a 
lot of hits from the Skeletons, move out of range of the 
Cyclops and reduce their number first 


When the battle 
is won, go through 
the green doors to 
obtain your first 
Innocent Devil. In 
this room you will 
gain the aid of the 
Infant Fairy. 



















wmmxstm. 


MERMAN 


NO, 

Level 

HP 

EXP 

4 

4 

76 

5 

37 

15 

170 

36 

89 

35 

340 

208 

Weaknesses: 

TOLI 

’RANGE: 

f \ in 

u 

let 

m 


Thunger | 

Items Dropped 


Nul l Lv. 4 
Merman Drops 
Nothing 


STEAL 

$50 


ANCIENT — $50 

MEMORY 

A PURE-BLOOD MERMAN. ATTACKS BY RAM 
MING OR SHOOTING WATER FROM US 
MOUTH. Also FOUND ON DRY LAND. 


ATK: 1 


T lk down the stairs into a flooded room. Two Mer- 
:.ra will jump you when you enter their watery 
* me. These base level Mermen have a pretty Stan¬ 
ly rd swipe attack* 

:u: they can also 
roll themselves up 
and spin toward 
- : _l like a bowl- 
mg ball. Block 
is attack, and 
: rnter with your 
rwn to get rid of 
chase pests* 


HP EXP 

276 16 

1251 819 

2438 1305 

tolerance 


CYCLOPS 


WEA KNESSES; 


ITEMS DROPPED 


STEAL 


Wild hot $io 

M i.mory Dog 

The guard dugs or I In l hunt and 
ATTACK IN PACKS 




XlJtfMtr, 








FFNR1R 


“:h your new pal by your side, head back out through 
be green doors, and open the chest to find the liresTj gsyix 
With this new item in your possession, back- 


Abandoned Castle IF 


NO. LEVEL HP EXP 

7 5 *35 6 

21 10 142 15 


. WEAKN E SSE S: TOLERANCJE: 
Firi * let |C3 


At 


MAC 


track downstairs and go to the west end of the Castle 
past the first Save Room. 


m 




Items Dropped 

// 


STEAL 


DKi 






























t¥i is is a very important skii 1 thaTwYll al 1 ow you 


GHOST 


TOLERANCE : 


WEAKNESSE S: 


DARK 


Items dropped steal 


A FLOATING SPIRIT AULE TO PASS THROUGH 

walls. Keeps eternal watch, carrying a 

KN1TE AND LANTERN- 




Take the staircase leading up, and grab the 
• in the hallway. The doors at the end of the room are 
c? sealed, and you will need to press the action button 
to use the Drag¬ 
on Crest to open 
§ them. 


Once you gain ac¬ 
cess to this room, a 
slew of Skeletons 
and an Execution¬ 
er will bar your 
way. Attack the 


m ■. 


Executioner while continuing to strafe around it T and 
Quick Step to avoid his large hammer. When all the 
enemies are defeated, collect the g? gam you 

will now be able to 
access important 
data about each of 
the monsters you 
fight. Enter the 
dark tunnel lead¬ 
ing down to the 
basement. 


Abandoned castle bif 

Several sword-toting Ghosts will greet you, but they 
are no match for a Devil Forger. A few quick slashes 
and they will be nothing but vapor. Exit through the 
patterns doors, and descend the long ramp, vanquish¬ 
ing several Skeletons. At the bottom of this slope is a 
Save Boom next to the entrance of the next area. This 
next section has a branch that extends to the west 
(area 1). However, continue running straight down, 
df eating several Fenrirs in the next two sections, to 
reach area 2. 

At the bottom of this long slope the exit in front of 
you will be blocked. Slay all three Ghosts to lower the 
bars, but take the path to the right, that leads south, 
to finish this part of the map. This time around you 
will be going uphill fighting more familiar canines. 
The path will curve to the left, and the next room will 
combine Skel¬ 
etons and Fenrir. 

Focus on the ca¬ 
nines first, and 
eliminate the 
Skeletons when 
they get close. 

About half way up 
this path is a set of 
doors on the right. 

Enter this room ™ 

and smash all the wine barrels. Not only will you col¬ 
lect a wine bottle, but the next room holds a Potion 
and a locked chest with^ 


mu mm urn 1 


Go back out the way you came, and continue north 
(right) to arrive back at area 1. Head all the way back 
down where you fought the Ghosts and enter the next 
room to the east. A short ways up, there will be a door 
on the right side. Enter this room full of Ghosts and 
Fenrir. Try to take out the dogs first, since they are 
faster and provide the greatest threat. If you get sur¬ 
rounded, Quick Step out of the way to give yourself 
some room. In the center of the room is a bag of SfilSk 
Grab the cash and continue on your way. 

The next room you enter appears to be a dead end; a ? 
icon will appear. Grab the' 


to create new weapons and armor. If you have been 
picking up the materials as you've defeated enemies, 
you should be able to make soft leather armor, leath¬ 
er helm and several weapons. Be sure to always check 
for new combina¬ 
tions to upgrade 
your gear. Next to 
this skill is a pil¬ 
lar that has parti¬ 
cles falling from 
it. Repeatedly at¬ 
tack this pillar 
to collapse a sec¬ 
tion of the ceiling, 
making a handy 
ramp. 

Race up this ramp to find a chest with the E® 

This will allow you to collect crys¬ 
tals to evol ve your Innocent Devi Is into new creatures 
with new moves. * 

The next large room contains several Zombies. They 
are somewhat slow moving, but they are rather re¬ 
silient for undead monsters. Their primary attacks 
are swinging strikes, and a grab move that can drain 
your life pretty well. Keep them just in range, and 
unleash a combo to take send them back to the grave. 
The connecting hallway is barren, so continue to the 
next room to battle several more Zombies and 


















f-rsip and pursue 
■ until they 
ire finished be- 
fore fighting the 
5keletons. When 
you enter the fol- 
lowing room, you 
--ill encounter 
several Wizards- 

These spell casters can shoot fireballs, ,, *** 

—p their distance* Close in on them to prevent them 
fr :m having time to use their magic. 




:o lower the 
5 . A simple 
oach is to 
on to an en- 
and keep at- 


T..e final room on 
—is floor is filled 
—;:h Skeletons 

ind Zombies. You 
must defeat them 
all to 1 
raxes, 
more 
lock 
emy 

tacking in that 
: lection. Just keep using fast combos and crush any- 
- ing in your path. When the room is clear, run up the 
-■ mrcase to the first floor. 


ABANDONED CASTLE IF 


This time you will need to contend with Zombies 
: at throw-up yellow damaging ooze; obviously avoid 
stepping in it! Be sure to take out the Wizard first, 
knee he will enhance the Zombies. The next room on 
-is floor will bar your way until you defeat a group 
: Zombies who can't hold their stomachs either, 
.Also in this room is a Skeleton Blaze. They have long 
:. ade arms, and they move and hop very quickly. Give 
: irself some room from them while fighting the 
_; mbies or take them out first, to avoid their quick 
=r-: radio strikes. 



WEAKNESSES: 


Toleran ce 


Items Dropped Steal 


WiLD — POTION 

MEMORY 

A QUICK- MOVING. MINI A t IK1 SKUFTON 

uses ka£or CI.AWS and swift footwork 

ro CONFUSE AN[> THE N Ml I 


I 



'fta meter #j 






I WwifimeHt. 




77/at 


WILD - 510 

MEMORY 

A CORPSE BROUGHT BACK TO J IFF BY THE 
POWER OF HATF- FAIRLY WEAK. BUT A 
LEGITIMATE THREAP IN PACKS. 


WIZARD 


Earth 


ZOMBIE NO, 


NO. 

Level 

HP 

EXP 

9 

5 

50 

4 

59 

26 

155 

67 

117 

41 

250 

233 

WEAKNESSES: 1 

I TOLERANCE: 

Fire 

4 

ICE 

K 


Items Dropped Steal 


No. Level HP EXP 

12 6 71 5 

18 8 84 7 


WEAKNESSES: TOLERANCE: 
Thunder pjj. 


Items Dropped steal 


SPIRIT OF memorial 
FU|J Ticket 

A MAGIC USER WHO MUVB VIA INVITA¬ 
TION. ATTACKS WITH LONG-RANGE MAGIC 
AND HEALS OTHER MONSTERS. 


The next room has a valuable SsQ&SEl in the center, 
along with several Zombies and a Wizard. Take out 
the monsters, and grab your life-supporting potion, 
A large group of Zombies awaits you in the follow¬ 
ing chamber. Swing your weapon with wild aban¬ 
don, until all of 
the staggering 
undead have been 
defeated. Take 
note of the SfaH© 3 
next 

to the exit. Try the 
chair out for kicks 
and head up to the 
second floor. 




35 






















ABANDONED CASTLE 2F 

When you emerge from the staircase, you will have 
to face several Armor Knights, These are the first en¬ 
emies you fought that qan block. Quick Step to their 
backsides and attack from the rear to drop these ar¬ 
mored foes. 




Jfe 




The next room will add several Wizards to the equa¬ 
tion, They will heal the Armor Knight, so be sure to 
drop them first before you tackle the metal menace. 
The next two sections of hallways each have an Armor 
Knight. Defeat them for the experience, and continue 
to the next room. A swarm of Wizards and an Armor 
Knight protect the 


With this ability, 
you can increase 
; your evasion by es¬ 
sentially perform¬ 
ing two Quick 
Steps. Defeat the 


mm 

iJ§ti 


Wizards and their 


.... metal accomplish 


' ARMOR KNIGHT 

* k 


no. Level 


WEA K NESSES: TO L ER ANCE: 

EHIINDER IS! WlNO 

Items Dropped Steal. 


AtUMt- Gang Magical 
num Ticket 

ARMOR GIVEN A MIND OF ITS OWN THROUGH 
r-Vtl MMilC. YET COM PI ETFLY EMFTY INSIDE. 

5LOW PUT EXTREMELY POWERFUL 


to claim this item. Before you head to the third floor, 
go south to the last room on this floor to complete this 
part of the map. There is also a handy Save Room you 
can use in the hallway. 



Abandoned Castle 3F 


Wizards and Skeletons Blazes will assault you* Try 
to clear out the magic users first, and then juggle the 
Skeletons with a combo. After the next hallway, you 
will have to fight two more Skeleton Blazes, and a pair 
of White Dragons joins them. Luckily these Dragons 
are “attached" to the walls, but they can still shoot 
fireballs at you 
from a distance. 

Fight the Skel¬ 
etons on the ox3- 
posite side of the 
room, then jump 
up and perform an 
air combo to take 
out the Dragons, 

The next fight 
will consist of even more Skeletons Blazes and an¬ 
other pair of White Dragons. Stay out of range of the 
Dragons and finish the Blazes first. When every- 

abandoned Castle 4F 

Use the Save Room on the left before you enter the red 
skull doors to your first Boss fight.*. 


white Dragon 


Level 

10 

38 


WEA KNESSES: 

It 


T OLERANCE : 
fisc * 


items Dropped Steal 


The BLEACH ED Whll F PONES OF DRAG¬ 
ON, IT WILL WAIT PATIENTLY FOR A HUMAN 
TO PASS BY. 


thing is eliminated, the gates will drop, and you can 
go through the red doors. Run up the stairs with red 
carpeting to ascend to the next floor. 
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Lock on to this Boss, and continue to attack 

until it swings at you. Perform a Quick Step If this battle seems a little easy, that's because 
to avoid the strike, and continue your assault, this is only the first form of the Boss. Once its 
Keep the presuure on the Boss with rapid at- life bar is gone, it will reform, and you must 
tacks only pausing to doge its huge weapons, defeat its second form. Its right arm will rain 

down a shower of flames that covers a lot of 

- fflfTH Tfct ground. You can avoid it by staying far away, 

” but if you want to drop this foe, you will need 

" ^ \ to get in close. Stay behind it f and continually 

attack it, letting your Fairy LD, heal you as 
JX- you dish out damage. 


If can also launch fireballs at you even at close 
range. Dodge these with the Quick Step and 
continue your assault. You can try a hit-and- 
run approach, waiting for its flame attacks to 
subside, but this is a battle of attrition that you 
can win. Although this may seem less strate¬ 
gic and more like brute force, it is the easiest 
and fastest way to defeat this Boss, 


Another technique you can try is to jump to When the Boss is gone, step into the blue light 
avoid its attack, and execute an air combo on to replenish your health and heart meters. Ap- 
the way down. Try to stay toward its back as proach the large birdcage and press the action 
much as possible to avoid an obvious frontal button to go to the Baljhet Mountains, 
assult. 




NO. 

20 

Level 

20 

HP 

1330 

EXP 

50 

Weaknesses: 

TOLERANCE: 

thunder 

-- 


Items Dropped: 

STEAL: 

Galtite 


























; (Requires Glide) 


Perfect Guard 


Roiling Ring 
(Chest) 


■ 


F^&rir 

Lv.5 

Skeleton Blaze 

Lv.5 

Lizardman 

Lv.6 

Blood Skeleton 

Lv. 5 

^Skeleton 

Lv. 1 

Ghost 

Lv. 3 

Orc 

Lv.7 

Spirit 

Lv. 4 

_ 

Zombie 

Lv. 5 

Cockatrice 

Lv.6 

Cyclops 

Lv. S 

Efreet 

Lv. 7 

Armor Knight 

Lv.7 

Wyvern 

Lv. 14 


Wizard 

Lv. 6 


theMaps 


To Garibaldi 
Temple 


CENTRAL 

Steal 


To Abandoned 
Castle 


L D. 

Battle Type 


IS 


SOUTHWEST 


XS Potion 

(Chest Requires Glide) 


Julia's Shop & 
Raljhet Map 


, 


Serum 


To Mortvia Aqueduct 
(Requires Brute Force) 


LD. Chart 
(Chest) 


BALJHET mountains 











































































































Southeast region 


. :n jaunt down the very first corridor will take 
past a door on the right. Inside you will receive 


your second Innocent Devil, Magmard, a Battle-type 
LD. 






me A 


W?//eoee/t/. 


uf/J/i n-mj/' 


':.en you exit with your new pal, several Fenrirs 
LI pounce. They will be no match for the tag team 
you and your Battle LD., so finish them quickly and 
r.tinue through the archway. Head south, defeating 
e Lizardmen along the way and enter the doorway 
the end of the path. 




next area is filled with low level Skeletons and 
. re Fenrirs, While they may outnumber you, they 
e certainly not your equals in strength. There is a 
rk in the path that leads to your right (1), but con¬ 
iine down this trail to the south, clearing out the 
ousters and completing this section of the map. 




_rn right into the next area, and you will encounter 
:veral Ores and Skeletons. The Ores are essentially 
:chers that shoot fire arrows at you from afar. Close 
i on the Ores using Quick Steps to avoid their shots 
r.d take out this long-range threat first. 


7his section splits off in two directions (2), but un- 
. you defeat all the monsters, the red gates will not 
- idge. Take the path leading southwest, and defeat 
ihe Fenrirs in the next area, as you begin moving 

T h. In the tv-mi jM 

sovt 'i'll! 77i m- 10m 

-swill ha 11. you r 9 

rJTirSS Till Ol’C % 

- to fire at. you 
m a fan Be sure 
ip the Ore first I 

■ivoid taking an 1 

•w in : !: • • ixvk ;* 

you eliminate 
.he Zombies, 


Magmard 


MAG: 5 


Status Enhancement 


STB +10 
Initial Abilities 
Auba Blast * Damage surrounding 
enemies with an aura attack. 


This will be your "tank” character that 
can dish out and take a lot of physical 
damage. In addition, these stout I.D.s 
have a guard ability that can block 
enemy attacks as well as protect you 
if you are in their Guard Field, ; - 


y 0 LIZA RDM AM 


WEAKNESSES; 

THUNDER 


T OLERANCE 


| Items Dropped Steal 


|ET LEATHER $50 

Black Heim 

UNIN'fmiGtNT AND USslA.RI.ji TO USE MAC, 
It:. BUT STRONGER TUAN AN AVERAGE MAN 
AND HAS HIDE THICKER 1 NAN ARMOR. 


WEAKNE SSES: I TOL ERANCE 


ITEMS DROPPED STEAL 


Alum* french S iO 

num l RIES 

A HOT IKF MON S’J l It- Ol'l RAIIS IN PACKS 
AND ATTAt KS E ROM LONG DJSTANCILS 
WITH JUSRNINC ARROWS 


i 
























This area has three exits (3), and for now. take the 
first path sloping down to the right. This path will 
lead back to area 2, and will complete the lower 
right-hand section of this mountain. Remember that 
you only need to go far enough into the area to high¬ 
light the whole section on your auto map. Once this 
section is completed, backtrack to the previous area 
(3), and take the middle exit. 


Backtrack to area 3, and take the last exit in this sec¬ 
tion. Your path will diverge once again (4), but con¬ 
tinue heading north to the very first fork in the road 
that you encountered at area I* These next couple of 
areas will pit you against a group of Zombies* Skel¬ 
etons and Ores* Try out the Perfect Guard skill on the 
Skeletons to mas- 
ter Its timing. If 9 
done correctly, a I 
white glow will I 
appear, and the v 

enemy will be ir*-. * 

dazed monetarily* 1|3M Vf 


You will find a lot 

more Skeletons 

lurking about, but 

more importantly. 

on a ledge to the • 

left is aSfo ^bi.Vi On 

a hi gli er 1 edge, y o u I 

will get a view of 

a chest that will I 

tempt you. You 

cannot reach this 

without the Glide ability* so note this spot for later 
Usc and drop back down, 


When you reach 

area 1, this entire 

segment of your 

auto map will be completed. Journey back to area 4- 
and head west to the Central Region* As you enter 
this area, a cinema will introduce a beautiful and 
strangely familiar character*** 


After battling a few Skeletons, the exit will be 
barred, and you must take down a Cyclops. Avoid the 
large club it spins on the ground* and tag team this 
big beast with your Battle I.D. When it is gone, enter 
the room behind it, and you will receive the 
{fhrrreFlISiMfllili This ability will let you "deflect” an at¬ 
tack* if you press block with the correct timing (just 
before an attack would hit you)* 


Central Region 


To the west is a Warp Room, but this place will not be¬ 
come active until you reach the next one. To the south 
is a heavy iron door that cannot be opened until your 
Battle I.D learns the Brute Force ability. Go north to 
the next area, and use the Save Room on the right. On 
the opposite side is Julia’s shop. After making her ac¬ 
quaintance, you will be able to buy and sell items, as 
well as store and retrieve Innocent Devils. You prob¬ 
ably won’t have enough money to buy much, but make 


sure you have a Magical and Memorial Ticket. When 
used together, these tickets will allow you to telepor: 
to Julia's shop and back to any Save Room to provide 
a quick method to stock up on items or manage your 
I.D.s. When you are done shopping, be sure to grab 
the in the corner of her store. 

Before a hasty retreat be sure to try out the Sstefiftfeig 
(oftrrfc? near the door.**! 


fMauntairisI 


WEAPONS 


High Potion 
Serum 
Uncurse . 
Magical Ticket 
Memorial Ticket 


Short Sword 

Gang 

Dung 

Punch Rings 







































-n you head north to the next doorway you will 
very important pick up. Just to the right of this 
lii i? theAs its name suggests it will al¬ 
ar you to steal items from enemies when the look-on 
no t turns purple. This is a very important feature 
the game that will allow you to acquire numerous 
sa:erials and create loads of weapons and armor, Al- 
sj ~ attempt to steal from an enemy before destroy- 
^ it. Try out your new skill on the Armor Knights 
■ i Wizards in the next area to collect several Magi- 
r_d Memorial Tickets respectively. Ascend the 
z-g “ staircases to reach the top of this plateau, 

r. entering the next area you will notice a cam 
: z : if in the dis- 
noe. as you run 
ards it you 
ill notice a cur- 
r will appear 
: the ground as 
Skeleton that 
jerates this big 
an tries to lock 
. on your posi- 


Conti ode running is a zigzagging fashion to avoid 
t - ng an easy target and Quick Step out of the way 
- the cursor is underneath you when it turns pink, 
hr _ need to take over that cannon in order to clear out 
tfcs area. Jump up to the Gunnery seat and get rid of 
fee Skeleton us- 
z your new toy. 

. e you take a 
seat your view 
feUl switch to 
f.rst person. The 
z z : nary threats 
~:z must deal 
::h are the two 
:rher cannons on 
zze castle walk 
Tzrget then and continue firing at them, one at a 
“ me, until they are destroyed. 

any Ores remain in the vicinity use the large weap- 
: ns to shoot them and then focus your firepower on the 
: zrricade on the bridge. It will fake several shots to 
:: zmble this fortified blockade so be patient. When it 
3 finally fallen turn your weapon on the remaining 
-zemies on the bridge. This shooting mode is great 
: zza. but when you run out of targets cross the bridge 
z i exit through the wooden door. 

M zre Ores and Armor Knights await you in the large 
:pen gourtyard, The exit will be barred until you de¬ 
feat them so be sure to take out the Ores first and then 
-.an up the Armor Knights. The road will slop up- 
-rds but before you proceed to the archway at the 
tz_I. use the Save Room on the right. Race up the in- 
\.ne and defeat the Ores and Skeleton Blaze. Note 
zat if you steal from this Skeleton you will receive a 
.ire-giving Potion, 


The next long inclining segment contains more 
Skeleton Blazes but a lot more Ore archers are guard¬ 
ing the exit. Let you Battle I.D. take out the Skeleton 
while you dispatch the Ores. 

You will find another detour on your path (5) that 
leads to the North, Unfortunately at the very end you 
will be unable to 
defeat the final en¬ 
emy at this point 
in the game. If you 
are curious, you can 
fight through the 
Cyclops and Skel- i 
etons Blazes to fol- 
low the U shaped 
road. At the end of 
this path you will 
encounter a strange enemy that will reform after yot 
"destroy'' it. The Blood Skeletons cannot be destroyed 
by conventional means and you must return here lat¬ 
er to access the room that they are guarding. 



BLOOD SKIN fON 




v/ • \ 



NO. LIVEL HP EXP 


8 5 

155 75 


0 1 

0 167 


WEAKNESSES: TOLER ANCE: 

11 It I |t HARK 

Items Dropped Steal 


Hiirai iv unmeam mist moony ftONES 

AI WAVs KIIUKN IO I III. Rll) Will I Mil 
mot h> t n oolin 111 ss vk: i ims. 


From area 5 continue south to complete the rest of the 
Central Region on the mountains. As you make your 
way to the bottom of this region you will encounter 
numerous Ghosts and Skeleton Blazes. (OVER) 


$ SPIRIT 


NO. 

Level 

HP 

EXP 

5 

4 

32 

1 

44 

19 

86 

16 

79 

32 

133 

45 


WEAKNESSES: TO LERANCE: 

Fin* |«£ 

Items Dropped Steal 


A MAIN AN I MAI'S III AM IU VIVI M AS AN 
AMI.HA U UAII 11, NI VI K I HS OO ONtl IIS 
IIIIIIM l/l I M IH!| HU V. 













When you arrive at and on outcroping there will 
be a small wooden bridge with a waterfall. In this 
, area is a pair of Spirits, These are small nuisance 
enemies that are 
not very power- 
g fn 1, but they can 
charge and stun 
you when they 
turn red. Avoid 
them until they 
y return to their 
“harmless" blue 
state and finish 
them off. 


Across the bridge is a locked chest that will require 
your Fairy I.D, Open the chest to find the 3H^®]£SSSi 
Now you will be able to track and evolve your 
Innocent Devils. Keep in mind that the weapon you 
use will determine the Rvo Crystals that it's fed, and 
subsequently its path of evolution. See the I.D sec¬ 
tion of this guide for a break down on the different 
forms and corresponding abilities you may be able to 
achieve with each I.D. From your auto map you will 
notice that you can't complete all of this “room". You 
will have to return here later to find out what you are 
missing. 


WESTERN REGION 







EFREET 


Level 


WEAKNESSES: 
let |K 


HP EXP 
282 10 
376 2 1 

1320 576 

TOLERANCE: 


Items Dropped 


* 

Steal 


I it sumnysuh Sun 
Black fp em. Tears 

A MUMS HR IN VC LORI 11 IN I Ik I IV IN 
HAM tv Uses in COM I’ll IT COKEROl Ol 
nils EIRE Hi At JACK. 


The small connecting segment to the area contains 
a Wizard and a Cockatrice. The fabled monster may 
look like a large 
Chicken but this 
big bird has the 
ability to petrify 
you, turning you 
to stone. Shake 
the analog stick to 
break free of this 
crippling effect. 
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; mm 

y A *y 
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Your path will diverge once again (6) and you must 
of course complete both sides to fully expose the 
entire map. The path straight in front of you holds a 
pair of Cockatrice but it is not that exciting. Instead, 
take the path to the left that curves west. Defeat a 
slew of Skeletons and continue to the next open area. 
Battle a few Wizards and a Cockatrice and the foot of 
a staircase. Climb 
up the stairs and 
leap to a ledge 
with one last 
pesky Wizard and 
a locked chest. 

Use the Fairy 
I.D to obtain the 

that will protect 


you from fire. Be sure to equip this accessory now 
because you will need it very shortly. From this van¬ 
tage point you will notice an liO^iffl^ Sslofltoafar off 
in the distance. To obtain this valuable life exten¬ 
sion you will need the Glide ability. 

Ascend the long set of stairs to the exit and continue 
fighting Skeletons to level up you Battle I.D. Head 
south back to area 6 to complete this section and 
gain valuable experience. Before you can continue 
north you must defeat two Efreets. These fiery foes 
are masters of flame so it's a good thing you got that 
Boiling Ring. Use 
the Quick Step to 
avoid their long 
swipes and flame 
thrower attacks. 

Try to assault 
them from the 
rear and use your 
Battle I D. as a di¬ 
version. 

When the barrier drops, go through the door and use 
the Save Room on the left side. You will need to defeat 
one more Efreet and a few Lizardmen as you battle to 
the end of the road, the red Ross door. 


£. 

^COCKATRICE 


No. Level 


HP EXP 

221 9 

1146 603 


WEAKNESSES: I TOLERANCE: 


ITEMS DROPPED 


STEAL 


11 SUNNYStOC SI 00 

BlACK Urn*, 

A COCKEREL IT&T MONSH.H CAPABLE Of 
GREAT ACU 1 1 1 V Sl'l WS S' f ONE HRfcAITl UR 
SWINGS I ES I All IOA1 JACK. 
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Wyvern 


Level 


HP 

1900 


Weaknesses 


Tolerance 


items Dropped 


STEAL: 


Shortcake 


Make sure you have the Boiling Ring equipped 
or this fight will be a lot more difficult. The 
Boss has several attacks from the ground as 
well as an air strike. While you are up close 
there are several attacks that you have to be 
careful of. It's fastest strike its bite move that 
gives very little warning. Block or Quick 
Step this maneuver to avoid damage from this 
chomping move. 


However, once the ——- 

monster has escaped 

be sure to send your 

LD + hack or put it in y 

the Guard stance to 3j 

avoid taking lots of — 

damage from the pre- f ■ 

viously mentioned 

attacks. When the beast has received enough 
damage, it will take to the sky and shoot a 
large stream of flames in a straight line. This 
is very easy to avoid and it is a great time to 
use the Fairy I.D. to heal you. 


■■■■« Its final and most devastating attack will on 

! i\ cur after the fight has gone on for a while. In 

V V\ a fit of rage the Wyvern will rear back on its 

i >v H v hindquarters and shoot a continual torrent of 

■ ■ ■ \ flame as it moves it’s head from side to side. 

/ * Thankfully, the Quick Step skill will allow 

you to pass through the flames unharmed. As 
4 - the fire approaches you. simply Quick Step 

*■ — -—- ——— through the blaze in the opposite direction. Be 

sure your Innocent Devils don’t get caught in 
On the contrary, its tail whipping attack is the blast! 
telegraphed rather well. Right before the tail 
hits you, simply Quick Step to escape un- If you rele: 
harmed. Step throu. 


its head and Quick 
ypp should survive 
^n the blue light and 

The last initial attack in this part of the fight exit this room to travel tbUhe Garibaldi Tem- 
is a stomp move that could be ©onfused for the pie. , ; r j 

Wyvern taking flight You cam jump straight . K f / j. 

up and time your leap to pgT|prni an air combo * ^ -+ * ' V ■;* 

while it lands. V 7^ 1 *. * \f+ / * 


When the monster if in front $>f yrfu, cmitinue 
your assault on its head and wait for it to rear 
back and plunge its head straight into the 
ground. It will temporarily become stuck in 
the ground and this is perfect time to use your 
Battle I.D. to tag team the beast while it is de^ 
fenseless. 
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£- you approach the Temple, you will run into a 
t *ange fellow who seems to know far too much. Saint 
Bermain asks you to refrain from pursuing Isaac to 
n :ain the greater good. This will make sense lat- 
^ - :he game, but for now, you have your reasons to 
se r ry suspicions of this character. To prove his in¬ 
's- "i: ns, he will reveal a very personal part of your 
fast However, that is all he will reveal. He states that 
' is merely an 
■: ee rvance, per 

t-3 arrangement, 
that all he 
io is offer this 
tzuie advice. 


4fte r your brief 
m & confusing 

v versa t ion, go 
ff- around the 
R-taide of the en- 
-r^zice. On the 
aght»hand wall 
mt the Temple, 

— -i will notice a 
:racked-looking 
~ ; Jump up and 
M v . inue to smash j 
ills breakable I 
mi to reveal a 
B? -^5Continue around the other side as well 
" -ind a yWfegfcrefl. Bfeft After having a pretty good 
to this level, enter the Tempi© to explore its in- 
isno r* 


Temple Entrance 


your way past numerous Skeletons and Ores, 
ft you descend a long staircase. Eventually you will 
•sit": a large open area with a big Tower in the center* 
Several Ores and an Efreet will bombard you with 
= attacks, Get up close and personal to remove the 
' -rs before dealing with the fire elemental. When 
~ - enemies are gone, head out the western exit 

St. Germain 


Garibaldi Temple B1F 




Garibaldi Temple 2F 


Uncurse 
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Central Temple 


Follow this hallway up to area 4 that is essentially 
a four-way intersection. If you are low on health, use 
the Save Room to the west, otherwise continue head¬ 
ing north to investigate the rest of this central re¬ 
gion. 


As soon you step inside, Bone Soldiers and a Cyclops 
ambush you. These skeletal fighters have long swords 
and are a lot more dangerous than their predecessors. 
Battle 


Let your 
I.D. fight the Cy¬ 
clops while you 
eliminate the un¬ 
dead. 


This next hallway is loaded with Flea Men, Crush 
these pests, or simply make a dash to the right, and 
enter the first doorway on the right side. An Armor 
Knight will join more Flea Men. The fast little guys 
are too quick to concentrate on with the large knight 
present. Remove the metal man first, block and coun¬ 
ter, and then deal with the quick and pesky Flea Men. 
When they are gone, be sure to grab the 

and head back out into the hallway con¬ 
tinuing east to area 3, 


Continue to the 1 

end of the hall- I ’!■ b 4 

be; yb. . ...\ 

need to head back 
to the area 1 exit 

through one of the two adjacent doors. Use the door 
to the south and prepare to be swarmed by a group of 
agile and annoying Flea Men, These are quick little 
buggers that rely on their numbers to cause you grief. 
Swat them like insects, and move south at area 2. A 
group of Ghosts will attack you in the area, but they 
are not lethal enough to be a big threat. Follow the 
hallway, and enter the doorway on your left. In the 
center of the room i s you must 

contend with a lot r^£^jgSSSSES SB 3i 
of Flea Men and n 
Ghosts. Simply m 
attack rhe cl os- 

r = - ■ ■ 

and if the Flea jj 
Men start to over- 
whelm you, block I 
and counter their B 
attack to elimi- 
nate them. 


Travel down the length of the hallway to area 3, and 

curve around the corner toward area 1 to complete 

this section. Backtrack a few paces to area 3, and head 

right (north) to a ^ ^ 

new section. After 

you contend with 

several more Flea 

Men, enter the 

next corridor, and I •jgtf/Bk- 

enter the doorway 
on the right. There 
are a lot more Ar- jM 

mor Knights and HSRR 

Flea Men than 

you've had to deal with all in one place. Concentrate 
on fighting the Armor Knights ,and your combos will 
hit many of the Flea Men as well. The prize in this 
room is the last ability you will get, the 
gf&fiBh It will allow you to mark up your auto map to 
remind yourself of key locations. 


Go back out into the hallway, and follow" it to the dead 
end around the corner. Amidst a half dozen Ghosts, 
you will find an potion. Backtrack to area 2, 

and go left to explore th© western part of this central 

area. 


Circle back to area 4 and go east to explore the send 
floor of the Temple. 


After a short walk, there will be a doorway on your 
right. Enter this room that is filled with Armor 
Knights, and defeat them to grab aSDstfisOl 


NO, l.EVf.L HP EXP 


No. Le vel HP EXP 

28 13 72 18 

43 18 92 3 fa 

101 38 176 164 

EAKN ESSES: TOLE RA NCE 

Rt I . HARK 


FLEA Man 


WEAKNESSES: [ TOLERANCE 


STEAL 


items Dropped 


STEAL 


items Dropped 


STFE1 KNIGHT'S $50 
VEIN 

A MOKE INTEL 1 IGF NT SKI I ETON. MADE 
FROM ENT BONIS Of A KNIGHT AND 
F.QJJIFPEO WITH A SWORD AND SHIELD. 


an Agile! leaping humanoid monster 

ALWAYS FOUND IN LARGE GROUPS- 
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TEMPLE, 2ND FLOOR 



vOU 

-r. upward slash. 
Block these two 
::acks and re~ 


In these tan corridors, you will fight your first Dead 
Baron, These are a lot more s trategic enemies than t; 
foes you have fought before, since these specters wi 
take their time to 
launch their 
tacks, 

c 
- 


:aliate* 




This entire top floor consists of a large square sec- 
ti n of hallway and four ledges that overlook the first 
df. Head through the first door, and turn left cir- 
hng around the entire floor. This first quadrant has 
a: Armor Knight guarding the hallway that shouldn't 
bf problem by now. Inside the first alcove is a Dead 
" ncer. They fight with a very similar style as the 
1 ead Baron, which means they have very quick at- 
77 ; ks that can eov- 
-: a lot of distance, 

Bet in close and 
*eep attacking to 
ifep the pressure 
:* this foe until 
: is defeated. In 
center of this 
^ige you will 
—-i a Saram 


7. : inue to the next corner, and battle several Penrir 
i7 another Dead Fencer. On the ledge in this area, 
will find Bun all the way up the next 

“g corridor to the top right corner. There is noth- 


Western temple 


it's time to tackle the bottom part of the sections 
; ust conquered above. Turn left to head south. De- 
the two Dead Fencers in the hallway, and clear 
mx the open area that is infested with Flea Men. The 
open area to the west is filled with Fenrir, De- 
the hapless hounds, and enter the doorway on 
ft. This room contains several Armor Knights 
a Dead Baron. Block the Baron’s quick attacks 
k counter with your own. Once it is gone, finish the 
f knights. Note that in the back of the room, there 
f = rushed section of the wall. Return to this spot 
fc- you obtain the Magic Circle ability to slide un- 
this spot. 

-nplete the rest of this upper squared section by 
g - ■: ng the same enemies in the rooms below. Once 
. u entire area has been covered go out the upped 
mi: to the west, (OVER) 



jfMrr/ru/r/'- 




ing on this ledge, so continue to the last part of this 
square area to fight an Armor Knight and a final Dead* 
Fencer. On this final ledge, you will find an ^Sfca 
potion. Take this useful item, and go back downstairs 
to complete the rest of the Temple. 


DEAD BARON 


WEAKNESS ES: T OLERANCE 

Dark I ' Ucht # 


Items Dropped Steal 


Knight's wi ne holy mans 
Vein vein 

The revived corpse of a master fencer 

BARON. HIS SWORD MOVES SO QJJICRLV M 
SEEMS TO HAVE 100 BLADES. 


No, Level Hi 
25 12 2U 

68 30 431 


DEAD FENCER 


f WEAKNESSES: TO LERANCE: 
Dark I • Lie.nr ♦ 


items Dropped Steal 


KNIGHT'S — Holy mans 

Vein vein 

A MONSTER ENDOWEE) WITH THT SOUL OF 
A NOBLE, MOVES WITH CUNNING GRACE. 
CLOSING SWIFTLY UPON ANY FOE 























This hallway will introduce the Blaze Master. It is 
an advanced form of undead that has dual blades and 
| exploding mines. Launch a full combo on this mon¬ 
ster, before it has 
a chance 10 do the f jrfflffrj 
same to you.J 


Enter the fi rst 
door you encoun- 

ter on the left to 'WjffJM 

face a group of 
Blaze Masters 
and Fenrirs. 

Fight the canines 

first, and tag team the Blaze Masters with your 
Battle I.D. However, when they are destroyed, the 
yfight is not over, as several Dead Barons will join the 
‘ battle. Use the Quick Step to avoid their fast attacks, 
and pin them down with combos. Your reward for 
surviving this tough battle will be theO^HiaaeMl 
,'®afltfaat is in a chest at the rear of the room. 


NORTHERN TEMPLE 




= 


BLAZE MASTER 


.. U v 

/ n % N 

A' mL * 
> fPt 

jf 

' r 




V 


No. Leve l HP EXP 

29 14 247 38 


WEAKNE SSES: I T OLERAN CE: 


FIRE 
LI ti H I 


4 

* 


DARK 


ITEMS DROPPED 


Steal 

* 


ANCIENT C FRF MO 

MEMORY NIAI TOOL 

A WbRlOR SKELETON MAZE. ALONG WITH 
SUM K FAST MOVFMl NT. LT CAN THROW 
EXPLODING KNIVES. 



STEAI 


T : 


The next few hallways are filled with Blaze Masters 
and Wizards. Even though the undead are a bigger 
threat, take out the Wizards first to put an end to their 
spell casting, before tackling the Blaze Master. Use 
the Save Boom on the left, if you need to, and follow 
the hallway until it splits at area 5. At this split, you 
will have to face several Wizards and a Lesser Demon. 
The demon is an 
aerial opponent 
that swoops in to 
attack you. Jump 
up to and perform 
an air combo, or 
let it dive at you 
while you block 
and counter its at¬ 
tack. 

Run around this looping area, fighting the Wizards 
and Lesser Demons to gain valuable experience and 
materials. When you have completed this area, pre¬ 
ceded out the door to the east. 


5 * I ESSER I'll MON 


NO. LEVEL HP EXP 
27 13 149 27 


WEAK NESSES : | T OLERA NCE: 


* 
Wt 8f 


ITEMS DROPPED 


Alljmj- Lollipop spirit of 
num Fuji 

A HYING MONVlli PATROLS IIS 11 KRI 
TORY AND AI IA< KSANY 1 Rl SPASM RS W! I 1 1 
A VIlTOIIS SGRI W ATTACK. 


These next several adjoining corridors will intro¬ 
duce you to the Phantom Sword and Spectral Sword. 
These ethereal fighters fade in and out and brandish 
a huge sword. Even though they appear translucent, 
they can take a lot of damage. Also, they will not only 
swing their large weapon at you, they will toss it as 
well. Finally, they have a magic attack that creates 
a large beam that 
emanates from 
circle they create 
in front of them. 

Dodge to the side 
to avoid their lin¬ 
ear attack and let 
them have it. 


PHANTOM SWORD 


NO. LEVEL 
34 L5 


WEA KNESSE S: | TOLE R ANCE: 


I HlIN HER 

m 


WIND 

ii 


items Dropped 

STEAL 

% 


<v 

KNIGHTS 

Vein 

RAMEN 

SI 00 


A sword mOKsifRm Dues not realize its 

MASH R IS LONG Dl AD. AND CONTINUES 
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to pass through his 
charge and attack 
before he regains his 
composure. 


One of best times to 


His final attack that you must contend with is 
a series of physical strikes ending in a multi 
kick combo. These strikes can also be Per¬ 
fect Guarded and countered. However, if you 
are having trouble getting the timing down, 
dodge to the side and wait for his combo to be 
completed before you retaliate. 




He also has a red flaming attack where he 
will crouch and charge up a fire dash move. 
This can be very hard to guard against, so rely 

ftn thfi Oninlr R+ati ___ 


launch your offensive 

is after you Perfect Guard his green whipping 
ttaek. His whip is very quick but the timing 


is predictable, and once yoi] master it, you can 
block and counter him every time. 


fter several grueling battles with these phantoms, 
l will find a Save Room on the right. Use it now, be- 
■ a familiar red Ross Door lies straight ahead... 


SPECTRAf SWORD 

No. Level HP 

■ • 1 

£XP 


35 15 314 

43 


140 47 920 

672 

i J/jf 

w * 

i / 

WEAKNESSES: 1 TOLERANCE: 1 

*Wy* 

• 

Thunder 

ITEMS DROPPED 

% 

Steal 

j 


KNIGHTS HIGH 

Vein potion 

£200 


A SWORD MONSTER WITH AN 

INVISIBLE 


IVODY. ITS ft LADE CONTAINS THE FORMER 


OWNER S ANOFR, GIVING IT U 

EE. 


Items Dropped: steal: 


A bit of mistaken identity forces you to fight 
the master vampire slayer. This is not a fight 
you can win, literally. You must only survive 
and deplete his health about a quarter of the 
way, and the fight will end. He has several at¬ 
tacks at his disposal, but the important thing 
to remember is that you can Perfect Guard or 
Quick Step all of them. 

One of the trickiest attacks to avoid is the flam¬ 
ing vial he tosses at you as he yells, "Inciner- 
at el" This blue flame arcs around you, and it 
can be tricky to deicide which way to dodge. 




m 


III; 
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When the battle has ended, leave this area, and enter 

'■ + a' 

the next room on your right. In here your Battle LD. 
$ will learn the This is not simply 

an attack move. This ability can be used to lift heavy 
objects as well. Go back into the hallway, and collect 
the The huge iron door at the end of 

this short hallway 


s 






will require your 
new ability. Stand 
in front of the 
heavy door, and 
select the Brute 
Force Ability with 
the D-pad. Acti¬ 
vate this ability 
to raise the door 
and walk into the 
next area. 

The yellow door on 
the right is a Warp 
Room, but there is 
still a hit more to 
explore. Continue 
further down the 
hallway* and en¬ 
ter the first door 




S LOG RA 


NO. 

LEVEL 

HP 

EXP 

30 

14 

281 

39 

94 

37 

629 

280 

130 

45 

814 

622 


WEAKNESSE S: TOLERANCE 

LIGHT EARTH 

Dark 

, items Dropped Steal 

- o ^ 

ancient Borscht Sioq 

Memory 


A DIRECT SU BOR DUN ATI Of DEATH. HIS 
MULTIPLE LANCE STRIKES ARE ESPECIALLY 
STRONG AGAINST A IRAQ FIN F FOES- 


on the left- A tall reptilian monster will attack you 
with a long* glowing weapon. The Slogra has great 
range due to its size and its long staff-like weapon. 
Furthermore* the Slogra is quite fond of charging at 
you, and it can hit you while it is out of range. Get in 
close and combo like crazy. When the gates are lifted, 
take the stairs down to the basement. 


TEMPLE BASEMENT 



This is a very tough route to take* so make sure you 
have plenty of Potions before you attempt to claim 
the prize at the end. In the dark and earthy depths 
are a ton of Skeletons, Wizards, Slogra and Thieves. 
The Thief is not a tough enemy to deal with* and it is 
rather Weak, However* as its name suggests, it is fond 
of taking your items. To recover your stolen goods* 
simply kill the pickpocket. 

At the bottom of this sloping trail* you will have to 
fight several Wizards and Slogra to unbar the exit. 
Stop the Wizards from aiding the large reptiles and 
clean up the rest of the monsters. 

The next section has airborne enemies, including 
Lesser Demons and Ectoplasm- These spheres are not 
a threat in terms of the damage they cause* but when 
they turn purple* 
they oan curse 
you. If this occurs, 
you will not be 
able to fight. Use 
an Uncurse potion, 
if you have one* or 
simply run away 
until the effect 
wears off. 


The last leg of this journey is filled with Lesser 
Demons and more Slogra* This is a tough battle* since 
you are getting attacked from above and from afar. 
Don't run down the path to draw too many enemies on 
your trial! Take out the first few you encounter* then 
try to trick the other foes* one at a time* into following 
you into an open spot. The goal is to separate the 

monsters, and take , — --- -— 

them out one at a 
time. At the end of 
this tough series 
of battles is a room 
that contains the 
great Starred 

With this 
brooch equipped, 
you will be alerted 
to an incoming 
enemy attack. 

Fortunately, the road back upstairs is a lot easier. 
Only a few scattered Skeletons and Wizards will be 
left roaming the basement. 
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WEAKNESSES: I TOLERANCE 


ITEMS DROITED STEAL 


THE MANIFESTATION OF TORMENTED 
SOULS SFFIGNG VENGEANCE, MOVES SLOW¬ 
LY AND CURSES Ai l. WHO TOUCH IT 


items Dropped stea 


■ iff ate 


it itf'tettf 


ECTOPLASM 


WEAKNESSES: I TOLERANCE 


NO. 

Level 

HP 

36 

15 

154 

47 

21 

200 

75 

32 

285 


EXT 

27 

54 

130 


■ 

UNCLIR5E 


A MONSTTR THAT LOVES TO STEM. AL¬ 
THOUGH WEAK, IT WILT. ROB ANYONE IT 
CAN GET CLOSE TO. 


gc - the Warp Room, and use the device to travel 
it : k to this location. 

BALfHET MOUNTAINS 


~i : nth from the Warp Room, and use the Brute 
: ability to open the heavy door. Step through 
i: or way into the Mortvia Aqueduct, 


No, Level 
39 16 

48 22 

95 37 


EXP 


CURSE Seal¬ 
ing, RING 


Northern Temple 


T ; ::iplete the rest of the upper region of the map, 
r -si through the spiraling series of hallways. For^ 
■p_a:ely, there are only a few Thieves in these halls! 
Ir ikt- last room of this section, you will find the ©OS 
”* g material. At this point, it may seem like there 
at : . where else to go. However, recall that there was 
* - avy iron door you could not access in the Baljhet 

M_: an tains. 


HP 


78 

100 

(57 


51 














Mer man 

Bonk Soldier 
Ar mor K night 
Thief 


jTOPLASM 


Orc 




Dark Warlock 


Lv. 15 


Lv. 13 
Lv. 15 


Lv. 15 


Lv. 16 


Lv. 14 


Lv. 17 


> 


Th e Maps ' 


Lv. 17 


Lv. 17 


Lv. 24 


Ftshman 


Frost Dragon 


Blaze Master 


Ghost 


Gaibon 


Wolf Skeleton 


Skeleton Diver 



L v. 16 
Lv._19 
Lv. 14 
Lv. 11 


To Baljhet 


Mountains 




Mortvia Aqueduct 
Map 


START 


Extra LD. 
Pocket 


Jigramunt 


Cannon 


To Cordova 
Town 


$500 (Red Bag) 


To Garibaldi Temple 


Breakable Wall 


Brooch of Bonds 
(Chest) 

(Requires Glide) 


Potion 


Crow LD. 


Spirit of Fuji 


To Forest of 





Mortvia aqueduct if 































































































MORTVIA AQUEDUCT 3F 



(■ /a 


ff me j 


Jt tt f , 


Statue 

Trigger 


/wa//' 


r^/^L 




¥tm\ 


yjftrr/'} 
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Outer Embankment 





m 


Most of the outer-lying areas are waterlogged, and 
this means you will find plenty of Mermen, They 
appear in larger 
groups, an d the 
blue ones will 
shoot water bul¬ 
lets at you as well 
as use their usual 
rolling attacks. 

Enter the first 
circular room, 
and dispatch a 
group of Mermen 
and Bone Soldiers. 


wmm 

liMpji 

jHpt 


Battle another group of Mermen in the outer ledge, 
and continue straight through the next doorway. The 
next round room has more of those loveable Mermen, 
Clear the room, and exit to the south. Take the first 
right turn to travel west. This round room will lock 
you in until you defeat more Mermen and a pair of 
Armor Knights, Fight the knights first, since the 
Mermen are so numerous they'll likely get hit in the 
crossfire. 


this route. As easy as it was to get to this room, your 
reward is surprisingly well worth it. Here you will 

that in- 
the nmn~ 
of Innocent 
Devils 
carry, 

all the way to the 
east to complete 
the last room of 
the northern re¬ 
gion. 


Before you enter the last room, you will have to con¬ 
tend with more Mermen and several roving Ecto¬ 
plasm. Avoid the floating spheres when they are 
purple, and drop them quickly to prevent becoming 
cursed. Enter the last room, and clear out the Bone 
Soldiers and more hovering Ectoplasm, 


This spacious area has a cannon off in the far corner 
as well as a turret in the center. Race all the way to 
the back in order to commandeer the gun, and open 
fire on the turret in the tall tower. 



The last room in this direction is devoid of monsters, 
but it does contain the BfllH itefo Rfef jfti Grab 
this useful item, and backtrack to the open area to the 
east. From here, 
head south to the 
next round room. 

After fighting 
a few Bone Sol¬ 
diers, take note of 
the reddish wall 
to the east. Attack 
this wall several 
times, and a door¬ 
way will appear. 

Defeat the Merman on the walkway, and take out the 
lone Thief in the next room. Go north and destroy the 
Bone Soldiers to lower the barrier to the last room on 


INTERIOR FIRST FLOOR 


Use the Save Room on the right, and take out the Bone 
Soldiers and Dark Warlocks, These spellcasters are 
similar to their kin, and should always be dealt with 
first to prevent them from firing off their spells. Go 
through the doorway to the right, and you will face 
the same enemies as before, except here they're more 
abundant. Close in on the spellcasters to eliminate 
these projectile-casting magicians. 


Before giving up your new toy, shoot the Ores around 
the tower. Once they are all gone, put your sights on 
a partially collapsed tower to the left. Keep shooting 
this tower until it falls over and creates a bridge. 



In the far corner 
is a chest, but it 
is too far to get to 
without the Glide 
ability. Drop off 
this ledge near 
the cannon to col¬ 
lect a bag of 
Follow the stair¬ 
case back up to 
the main level, and cross over the fallen tower. Defeat 
the Bone Soldiers, and enter the door to the interior. 





















DARK WARLOCK 


( jfc ::t \al room is filled with a ton of Bone Skeletons. 
, “ .5 : s a great place to collect the Steel they drop and 
ti . evel up your I,D. When the enemies are gone, take 
staircase to the second floor... 



EARTH 


No. Level 


WEAKNESSES: 

THUNDER 


TOLERANCE: 


STEAL 


Items Dropped 


Steel Spirit of J50 
Fuji 

A BLACK MAGIC USER WHO SPREADS COR- 

ruction. Raises other monsters' at¬ 
tack AND DEFENSE STRENGTHS. 




SECOND FLOOR 



FISHMAN 


EMORY 


7cv very first room holds nothing back. The fiery 
ec sins of the Mermen, the Fishmen, accompany 
several Dark War- 
. . ris. The red en- 
have the 
type of at- 
-.3 as the Mer- 
^n. except that 
cbey spit fireballs 
r :: water. Block 
w dodge these 
projectiles, and 
. uni the baddies 
i rwn one at a time. 

Head north to the next room, and while it may seem 
- —i :v. a Frost Dragon is mounted on the far wall. As 
su name suggests, this skeleton dragon has an ice- 
l: roiing attack. Jump up to finish it off. Take the de- 
: ur at area 1 to the west. The next room holds three 
flying enemies, the Gaibons. 


Be careful of their paralyzing sonar and their swoop¬ 
ing attack where they pick you up. 

The last room before you return to the first floor has 
the standard squad of Mermen. Finish them quickly, 
and head back downstairs- 


NO. 

Level 

HP 

EXP 

38 

!6 

189 

43 

90 

35 

360 

231 

133 

45 

495 

576 

WEAKNESSES: 1 

I TOLERANCE: 

ICE 

It 

FIRE 

1* 

THUNDER 

15- 



Items Dropped 

Steal 

f 1 I, 



A 

ANCIENT 

* 

* 

Aqua m a- 


A RED MERMAN; ATTACKS BY SPITTING 


FIREBALLS. ESPECIALLY DANGEROUS WHEN 


ATTACKING IN GROUPS. 





FROST DRAGON NO. LEVEL 

HP 

EXP 

45 19 

158 

54 

107 39 

300 

230 

v i WEAKNESSES: 1 

TOLERANCE: 


Items dropped stea 


§ 


£ GAIBON 


* ^ 



I* * ’ 


Tr 


n 

i \ 




NO. 

Level 

HP 

EXP 

41 

17 

220 

64 

86 

34 

390 

292 

134 

45 

550 

768 

WEAKNESSES: 1 

I TOLERANCE: 

WIND 

Is 

Dark 

1 ' 

LIG HI 

1* 



Items Dropped 

STEAL 



4V 


PIRGSHKI 

$50 


A DIRI C J SUBORDINATE Of DEATH. HIS 
ROWERS Ol I I Rill I GFVI HIM AN AD VAN 
IAGE OVtR ICES ON MIL GROUND 
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first and Second Floors 


You will only be able to access two rooms in this see- 
tion until much later in the game. However, after you 
fight past several Fishmen, the second room will con¬ 
tain a The rest of this area is filled with wa¬ 

ter, and until it is gone, you cannot finish this part of 
the map. Backtrack to area 1 finish off the rest of the 
| level. 

^ From area 1, continue on your current course, head¬ 
ing north into a U-shaped hallway filled with Blaze 
Masters, The next room seems to be a dead end, but if 
you attack the statue, a staircase will rise out of the 
ground, leading to the third floor. 





THIRD FLOOR 

To kick things off this first room is loaded with a 
mixture of Blaze Masters and Ghosts, The Ghosts 
will weave in and out of combat, so take out the dual- 
bladed Blaze Masters first. 

The next room has 

. 

the same match¬ 
up as before, but 
be careful not to 
get pinned into 
a corner by the 
Blaze Masters. 

The fourth room 
will lock you in 
until you defeat 

the Wolf Skeletons. These skeletal monsters will cir¬ 
cle and pounce on yon in a pack formation. If you see 
a black shadow on the floor, prepare to block, as they 
will materialize from the shadow and leap at you. 

The fifth room has more Wolf Skeletons to deal with, 
and once they are gone, enter the hallway and use 
the Save Room on the left. Cross over a narrow ledge 


S ECOND AND FIRST FLOO R 

Battle past the Fishmen in the hallway to the large 
oval room to the south. The red bars will block your 
way until you defeat all the Fishmen in this room. 
The following room will add several Gaibon to fight 
alongside the Fishmen, These oversized bats can 
shoot a green ray that will paralyze you. Jump up and 
air combo them before they get a chance to use their 
sonar-like power. 

The last room in this corridor has familiar Fishmen 
as well as Frost Dragons In each corner. Kill the 
dragons on one side of the room, and let the Fishmen 
come to yon, so you can battle them without any dis¬ 
tractions. 


It is a long but straight shot past several Frost Drag- 
one and Fishmen, but you are nearly at the end of this 







WOLF SKELETON 

NO, 

Level 

HP 

EXP 


42 

17 

99 

42 


51 

23 

126 

8ft 



WEAKNESSES: 


FlRL 

LIGHT 


i * 

l* 


TOLERAN CE: 


ITEMS DROPPED 

% ^ 


rOTION 


STEAL 

$50 


iNDIUi) 

Sti eh iLv. 23 
ONLY! 

THF CORPSE OF A FTNRIR REVIVED AS A 
ZOMISIt. Hints EN ll'S OWN SHADOW I'O 
GET CLOSE FU PREY 


EL,. 


to the last room 
of this floor. De¬ 
feat the Fishmen 
in this area, and 
take the stairs 
back down to the 
second floor. 




* 


¥ 



On your left side 
are both a Warp 
Room and Save 
Room, Save your 
game now, because a Boss fight lies just beyond the 
red door. Before you tackle this Boss, walk down the 
second staircase to explore the area and grab the StjE>= 
flflfgKi in the corner. 


level. Obviously, do not stand your ground in the hall¬ 
way surrounded by the dragons. Defeat the Fishem- 
en far away from 
the wall clinging 
Frost Dragons, 
and then take 


them out one at a 


time. 
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Skeleton Diver 


Items D ropped 


Steal 


Sushi 


Attempt to cross the bridge to trigger the Boss 
fight This skeletal fish and its master will 
follow a pattern of attacks where they will 
fight alone and as a team. When they circle the 
outside area, the rider will launch a bunch of 
spears at you. Quickstep to avoid this attack. 
Later in the fight, these spears can become en¬ 
hanced with fire. The boney fish swims rather 
quickly, but if you are toward the head of this 
beast, you can try to get one shot in before it 
submerges. 


through this, but if 
you are close, you can 
attempt to attack its 
head directly. 


After you have fought 1 

the rider up close, and I—- 1 -S*_ 

the Boss has lost a 

significant amount of its health, the rider will 
stop challenging you alone on the platform. 
When you see them jump into the air, don't ex¬ 
pect the rider to try to fight you. Instead, pre¬ 
pare to dodge a volley of fiery spears. 


At this stage of the battle, damaging the Boss 
will be more difficult to do. You will have to 
Ireiy on hitting it as it circles around you, and 
(when the duet flounders across the platform. 
When you see them plunder across the float¬ 
ing disc, stay to one side and att^bk. Note that 
this is also the only time you caniteal from the 


The Boss should not have a lot 
use your Fairy LD. to heal, a nr 
attacking it to deplete its last 


Fhealth left,so 
lake your time 
it of life' 


!f 


When the duet jump high into the air. the rid¬ 
er will jump off its mount and dive straight 
down with its trident-like weapon. Avoid the 
initial strike and its small shockwave area ef¬ 
fect. Fighting the rider up close is one of your 
best chances to damage the Boss. Use your Bat¬ 
tle I.D. and a strong weapon with long range to 
inflict as much damage as quickly as you can. 


Meanwhile, its fishy partner may jump or flop 
across the floating platform to distract you. 
You can attack the big fish if you see it flop¬ 
ping around, but don't worry about its part¬ 
ner unless you see it beached on one side. If 
it stays on the platform without moving, get 
close to either side of its head to avoid the huge 
and damaging water beam. You can Quick Step 



NO. 

Level 

HP 

EXP 


55 

24 

3422 

720 


WEAKNESSES: 

TOLERANCE: 





















When the battle is won, step into the blue light to re- grab the Enter the first door on the 

charge. Climb up the newly created stone steps, and right to receive a Bird Type Innocent Devil. 












ATK: 5 


Af : 


A 


SK, 


OlM 


MAf i 


-- 


irJT 


wmmmmmmmmmmmmm 


* 


■ 

With your flying friend by your side, exit this room, but if you go back, you can 
j +u^ a ,, nKii;+T- iiimr"\ tho lrmrr rra n ha nlr ’W'hfm this item is ermioued. 


get the JBSSSSEl €S EtsSX3S 

| and use the Glide ability to jump the long gap back When this item is equipped, all your experience will 
to the Boss door. This maneuver is simple to use, once go to your ID. This is a great way to level them up 
you get the hang of it. Just double jump and press the fast! 

Ability button at 


To the right of the Boss door is a far ledge. Glide 
across to gain access to the forest level. 


the height of your 


leap 


chest 


was 


you could ] 
reach earlier tJ 
may tempt you 


not 


that 


- 
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To Abandoned 
Castle 


Aquamarine (Chest) 


Tower of Eternity 
(50 Floors) 
(Kit Bag) 


Breakable Wall 


NORTHERN FOREST 


To Mortvia 
Aqueduct 


Breakable Wall 




To Tower of 
Evermore 
(Requires 
Long Glide) 


TERN FOREST 


U’<'(rh 


Jigramunt Map 


Stump Stool 


Rattan Chair 


Requires Shoulder Ride 


Woodman's Chair 




Absolute Zero Ring 


To Cordova Town 


Ether 


Carbon Steel 


SOUTHERN FOREST 


forest of jigramunt 


Sniper Orc 

Lv. 24 

Vassago 

Lv. 25 

Spirit 

Lv. 19 

Bone Soldier 

Lv. 18 

Red Ogre 

Lv. 25 

Dark Warlock 

Lv. 17 

A ssAssiN Zombie 

Lv. 24 


Basilisk 

Lv. 23 

Thunder Dragon 

Lv. 20 

Ectoplasm 

Lv. 22 

Flame Demon 

Lv. 38 

Lizardman 

Lv. 23 

Thief 

Lv. 21 

Great Armor 

Lv. 25 































































































WESTERN FOREST 


Gliding Vassago will hover around you .and attack 
with their dual weapons. They are a lot more danger¬ 
ous than their ghostly kin. Use your Bird Type LD. to 
take down this aerial threat. 


Circle back to area 1 using the route to the east and 
return here when this loop is completed. Prom area 
2 t head south and fight off a band of Bone Soldiers. 
There is a watery area on the right that will become 
of interest later in the game, but for now, continue on 
this course and use the Save Room on the right. De¬ 
scend the long staircase to reach the central region 
of the forest 


At the far end 
of this road are 
several Sn i pe r 
Ores, They shoot 
a rapid succes¬ 
sion of green ar¬ 
rows that can pin 
you down. Charge 
these snipers, and 
deal with them at 
close range. 


1 , your path will diverge; head south through 


At area 

the arches. Contin ue battling the Vassago and Sniper 
Ores as the road 

c u r ve 3 east. VV hei i ± - -' Min ffl V i ■ - - 1 

you roach a it- a 2. SMS . U. 

you will encoun- 

ter a Red Ogre I 

and a locked gate. 

The big brute has I 
a huge club it I 
swings low to ihe 9 
ground. It also 


Ma LJVEL HP EXP 

56 '25 168 66 

83 34 218 124 

113 41 272 216 

F AK.Nf.SSE 5: 1 TQLERAN.CL 
uht I* Hawk 


VASSAGO 


ITEMS DROPPED STEAL 


A NOAHNC SPIRO HOUilNO IWU AXI S. 
ATTACKS WITH BOTH AXIS IN SUCCESSION 
UR BY SPIN NINO LIKE A IUP- 


NO. LEVE L HP EXP 
53 24 1.30 58 

69 30 157 90 


RED OGRE 


TOLER ANCE 


WEAK NESSES: 


STEAL 


ITEMS DROPPED 


ITEMS DROPPED STEAL 

. -• 


GAITITE 


INDIGO 

Steel 

A mict hi E) nrvn. unstoppable once 

\ NEACtU AND CAPABLE Ol MKINii A Kl AM 

I ROM its eyi s. 


ancient carbon $50 

Memory Stffi 

A MIL il I HANK INI. ORC HANDI'U KID I OH 
MS Si J IT RK >U SHM IS. I IMS A ROW KM IKI 
I I mil SIRA ‘L ssl VI SHUTS 






















Northern Forest 


T_ .5 is a familiar match-up, and you should know to before you engage the big guys. Circle around to their 
out the spellcasters first* The next U-shaped seg- backside to avoid their eye laser and grabbing at- 
wm^r.z hosts Assassin Zombies. These are burrowing tacks. 

-r i^ad that will spring out of the ground and attack. 

•ait for them to surface and destroy them* However, 
k out when the ground is red, because they will 

t able to hurt you from below. These assassins also 
- the ability mgs■ —— ^ M|| 
x rcison you. For 

in ;ake a seat on ;^BpnESpMHPBPPHHPPHHPIH 

- Sjnngi esbmi 


(• t'aeff'f'i 


Just below area 5 is the Col - 

leet this item, and go through the nearby door to ac¬ 
cess the rest of the northern region. Fight off a pack 
of Wolf Skeletons, and take the long trail heading 
north. On your travels north, you will have to deal, 
with a Basil isk, Their primary attack is a quick tail 
swipe. Attack them with a combo, Quick Step their 
tail and repeat. 




the road ^II 

4, rfi nd CO 3 i - SE 

r.o n h 10 fin- yS£ 

this loop, Up 

rr - way you will 

fcrht numerous Bone Soldiers that are great for lev- 
iding your I.D.s, The last section has both Assassins 
d Warlocks, which can be a tricky battle* Use the 
area to your advantage, and separate the ene- 
T s from each other as you pick them off* 


At the top of the step are several Thunder Dragons, 
These dragons are like the ones you fought before, 
in that they are pinned to the wall, but they can hurl 
balls of electricity at you from a good distance. Use 
your Bird Type I.D. to help tackle these lofty enemies. 
Your path seems to end at this point, but the large 
green section is actually a breakable wall. 


Crash through this 
wall, and destroy 
the Ectoplasm in 
the next section. 
Open the chest to 
obtain the 
nrarftagfr and smash 
through the next 
wall. (OVER) 


Frcm area 4, go east to the new section of the map. 
•fc.f Skeletons and Wizards will assault you as you 
your way north. Upon reaching area 5, you'll 
fi ■ i you have two ways to go. Before you do anything 
tr .^h, you must deal with the two Red Ogres and 
IK:.-: Warlocks. Be sure to eliminate all the Warlocks 


/faf/i/t 


l&attffotHrJtf. 




V/Vy/^v 


I StSiTt* Steel 

A luugh svat Bod* br tbt vta &liir*d this 

OTPs. Its eqojsit surf act Is bard os tb* rear 


NO. LEVEL HP EXP 

54 24 232 108 

85 34 312 219 

125 44 424 553 

EAKNESSES: ! TOLERANCE 


NO. LEVEL HP EXP 
49 23 591 101 

139 46 1203 615 


ASSASSIN ZOMIME 


TOLf.RANCE: 


EARTH 


items Dropped steal 


Items Dropped Steal 


INDIGO f ADF S200 

Steel 

Moves faster undergroun n than on 
THE SURFACE. SO WAITS FOR A CHANCE TO 
ATTACK FOE5 FROM RFIOW. 


RAMLN 


A BIRD-1 INI MONMI |l MlAI CANNOT FLY, 
BUI ITS SWIFT RI AK AND TAM CAN qjJICKLY 
OVERPOWER IIS PREY. 


NO. L EVEL HP LXP 

46 20 167 60 

Ill 40 315 266 


No. Level HP EXP 

7! 31 306 168 

97 38 374 255 

119 43 438 458 

WEAKNESSES: I TOLERANC 


HUNDER DRAGON 


FLAME DFMON 


\ WEAKNES5E. 


Items Dropped 


STEAL 


items Dropped steal 


SUN - PH LOG I S' 

Tears ton 

A DEMON FROM I MI 1NEFRNO WITH CON¬ 
TROL OVER FIRE. BURNS At.l IN ITS PAT H 
WITH FLAMES FROM IIS HANDS. 


A RELATIVE OF THT WHITE DRAGON. CA¬ 
PABLE OF THUNDER-BASED■ ATTACKS. 

























I&IEMISMIMG 




I Phantom Sword; Lv 15'+ Spe!™! 
Cockatrice, Lv 6 :, 

Flea Man, Lv 7 
Efreet, Lv 11 

Skelton7Lv9j 
JLizardman, Lv 23 


This will create a path hack to the Abandoned Castle* 
Backtrack all the way south, and travel to the east¬ 
ern exit towards area 6. The door in front of you will 
be barred until you defeat two Thunder Dragons and 
several Wolf Skeletons. Once they are gone, use the 
Save Room on the left. 

The next open area is filled with several Thunder 
Dragons and Flame Demons. These demons will 
hover and shoot exploding fireballs at you - use your 
aerial ally to tackle these flying foes. When all the 
enemies are destroyed, the entrance to the optional 
tower will be accessible. Yet, if you lost a lot of health, 
return to the Save Room before you tackle the tower. 
The gates will remain down once you defeat the en¬ 
emies. 


THE TOWER OF ETERNITY 

This is a 50-level tower, and once you start, there is 
no turning back. Well, you could use a Ticket to warp 
qut of it_a but then you would have to start all over 
again. Be sure you are fully stocked on healing items, 
and rotate your Innocent Devils to level them up. The 
only thing in your favor is that every five floors you 
will receive a Potion. The overall strategy to make it 
through this alive will be to use the weaker/easier 
monsters to refill your Fairy's heart bar to restore 
your health when needed. At the top of this tower is 
this will allow you to equip an extra ac¬ 


cessory. From the top of this lofty tower, you can gain 
access to another more difficult place: the Tower of 
Evermore. To get there, you will need the Long Glidt? 
ability of your Bird Type I.D. Jump off the ledge with 
the moon directly in front of you, and Glide all the 
way to this new tower* At this point in the game this 
is probably too difficult for you to accomplish, so re¬ 
turn here when you are stronger. The Tower of Eter¬ 
nity is pretty tough, but the experience and rewards 
are well worth it! Here is a list of what awaits you. 


iiuy to] 
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fow&k* rit4\ 
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SOUTHERN FOREST 

ice the tower is completed, be sure to save your 
z^me and head to the south. Take the final detour to 
'be left to reach a portion of the southern forest. A few 

Bone Soldiers and -— 

ark Warlocks 
will bar your 
it they are not a 
r.allenge for you 
-: w. The trail ap¬ 
pears to 
section f 


Battle 

Press ability to 
in ash through to 
i hidden 
below. 

There are two 
iihs to take, and 
- >:h one ends in 
i room with an 
nem. The hall- 
are loaded 

th Dark Warlocks and Bone Soldiers that should be 
for leveling your LD.s. On your way to the first 
wocu i. you will have to defeat several Red Ogres and 
£ ark Warlocks. The big brutes aren't tough, but the 
r i: locks can draw this battle out, if you don't tend to 
n first. 

■ side of the first 
"om will be a 
-TfeSi you 

ran sit in it for 
-. - and a 

'hat. is great 
r making weap- 
in= and armor. 


GREAT ARMOR 

NO. 11 VI l 

HP 

EXP 


58 25 

465 

I 17 


SR 35 

620 

231 

J 36 46 

883 

(.03 

A - —Al , f 

£‘\ : " 

WEAKNESSES: 

[ Tolerance: 

- 

THUNDER 

Wind 

1 1 
S 1 

? V > 





Items Dropped 

Steal 

CSV .N 

A. *r. V ^ 

r T * 


0 

'&W% 


Still Short 

Caruon 

/ 

swqri> 

Steel 


On the opposite side, you will have to contend with 
the same monsters. This room will contain an ilpfosyfr 
Make the long trek back to area 5, and you will final- 
ly be able to finish off the southern part of the forest 
0o south past the Warp Room, and use the Save Room 
on the right. This 
section is filled 
with Ligardmen 


iamfwr *j 








in possession of 
long spears which 
provide them with 
great range. They 
are fond of h opping 
into the air and div- 
straight down 

this 


At area 7, there is one last fork in the road. Go west 
and take on a group of Great Armor* These armor- 
clad fighters can block, and as their suit suggests, 
they can take a lot “ 
of damage. Side¬ 
step to get in back 
of them and at¬ 
tack! Look out for 
their dash move, 
but make sure you 
steal from them 
after this attack to 
gain some 


In the room to the left is the that 

is great against ice attacks* Circle around this sec-, 
tion back to area 7 to complete the loop then head^ 
east 


ARMOR. BEWARE 1~HE JTARSOMI MFRUSTOJ 
us siiiEin isas11 a11a<.t. 
















Go back out into the hallway and continue south 
fighting more Great Armor and Ogres- The last room 
on this route holds 


After a battle with some Li yardmen and Ores, a gate 

will drop over the door to your left. This is a long ramp 

with several statues, arranged like blowing pins, at 

the bottom. You will need lytei with the Should Ride 

ability to break through these pins. Hop on his back, 

and race down the 

hill to build up I HpH 

speed. When you 

hit the statues. 

they will shatter, 

and you can enter 

the room. 


Exit out of this enclosed section, and continue on 
your original course going east. Use the Save Room 
on the right side to prepare for a Boss fight. 


Sniper Ores and f^j 
Great Armor fill 
this first hallway. 

Battle through these monsters, and enter the door on 
the left. Inside are the and theO&ISil 

ffifoj fjthat will increase monster drops. 
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NO. LEVEL 

HP EXP 

70 20 

4200 1120 

WEAKNESSES: 

TOLERANCE: 

WIND 

earth 

Items dropped: 

STEAL: 

— 

dlvil Iron 


This oversize Minotaur will not attack you on 
its own. Instead, it will use the large stone col¬ 
umns to try to crush you like a bug. Because 
these columns are so large, the big beast will 
swing rather slowly. Use your Bird Type I.D. 
to hover around its head to distract it while 
you tackle it from below. Your airborne friend 
can be damaged while it flutters around, but it 
will avoid most of the ground swipes that are 
intended to hit you. The Minotuarus can mix 
up the number of swings it will perform, so 
use short combos and Quick Step once or twice 
to avoid its attacks. 


Fortunately this beast will break or toss the 
column it is using and have to get another one. 
Follow in back of it and continue to attack as 
it retrieves another weapon. 


Another type of column attack you must look 
out for is when the monster crouches down and 
spins in a circle. This has a large damage ra¬ 
dius, and it may be tricky to time its rotation, 
so just avoid this attack altogether when you 


see the enemy crouch. 


If you move to the opposite side of the room, 
Minotaur us will toss a pillar at you. These can 
be avoided pretty easily. The boss will contin¬ 
ue to grab new columns, and throw them at you 
until there is only one left. His other ranged 
attack is a stomp move where he leaps into the 
air. It is difficult to damage the boss in this at¬ 
tack state, but it is your only chance to steal 
from it. 




By attacking in short bursts and dodging Mi- 
notaurus's swings, you should be able to whit¬ 
tle away his life bar in no time. 
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Lizard Shaman 

Assassin Zombie 


Zombie _ 

G-reat Armor 
VasSago 


Executioner 

Thief 


Ghoul 


Dead Fencer 


Isaac 


Dead Baron 


White Gravia.l 


Maps 


‘NORTHERN 

■STREETS 


To Eneomaos 
Machine Tower 


Mage Type LIX 


To Aiolon Ruins 


Requires Magic 


Circle 


Ether 




Bench 


Wind Ring 
(Chest) 


SOUTHERN 

ALLEYWAYS 


To Mortvia 
Aqueduct 


Chair Room 


Cordova Town 
Map 


Requires Mag: 
Circle 


Jigramunt 


HP Max Up 


Cordova Town 






















































































































a room at the 


no. Leve l HP EXP 

62 27 160 96 

118 42 250 306 

156 75 575 702 


GHOUL 


Southern Alleyways 

The Zombie welcome committee is out to greet you 
rn this deserted town. Dispatch the undead, and turn 
rizht to explore the southern-most end of the map. 


the U-shaped bottom section, 
nun gaie will block your entrance to 
plight. You will need the Magic Circle ability to slide 
:ider this door, so be sure to return here 
mrough the next doorway, and head west. This 
made up of a series of connecting roads, and 
will want to explore each section. 


WHITE 

Steel 


Ramen $100 


TRIES TO LAX ANY HUMAN IT SEES. HARD 
TO SHAKE OFF ONCE ITS ROTTEN EEETH 
HAVE FOUND WARM FLESH, 


DURANCE: 


WEAKNESSES: 
Eire I * 


Items dropped 


T. the circular room with a fountain, you 

Stay on your current 

_ring due west into a hallway filled with Grea 
— :rs. Just up the road will be a Warp Room on 
Left. Round the next corner, and enter the ornate pur¬ 
ple door. This is 
i very odd. little 
room that has 
c collection of 
Cl the chairs 
you have sat in 
■-troughout your 
adventure. Take a 
-eat to check out 
re funny com¬ 
ments. You can 


Steal 

4% 


NORTHERN STREETS 



1 niually all three tributaries will lead you to a set 
z£ wooden double doors. Enter the northern region of 
■ map, and when you turn the corner, be prepared 
ar face several White Gravials. These walking alliga- 
m ? nave a large spear as well as a toxic spitting at- 
za k. Step around their attacks to drop these reptiles. 


Cse i he Save 
m m on the right, 
imd fight your 
- ay through the 
mean streets go- 
ng west. After 
Banting several 
I : ~ bies, a Lizard 
im an will 
mallenge you. 


also use the cannon for a bit of target practice. After a 
couple of laughs, head back to the fountain area. 






This time go through the doorway to the north. Nu¬ 
merous Vassago fill these quiet streets. Travel down 
the end of this path, and be sure to complete the two 
southern sections that are filled with Ghouls, These 
undead also have 
a nasty habit of 
vom i t i ng up yel - 
low ooze. I guess 
the undead can't 
hold their stom¬ 
achs. Look out for 
their grabbing at¬ 
tack, as this sim¬ 
ple move can be 
very damaging. 


When the lower region is completed* head out through 
one of the northern exits by area 1. These sections are 
filled with Dead Fencers and Dead Barons, Be sure to 
block their quick attacks and counter them. There is 
another road that runs parallel to this one that con¬ 
tains more of the dead sword fighters. Complete this 
other area as well to gain experience. 



No, Level HI’ EXE 

64 27 371 114 

122 43 


WEAKNESSES: 

THlJNIIfR 


597 409 

TOL ERANCE: 


items Dropped Steal 
1 


SERUM 


$100 


WHITE 
STEEL 

Skilled with its long i-iairfrd; wears 

ARMOR OVER ITS THICK HIDE. A TOUGHER 
BREED OF MONSTER 



LIZARD SHAMAN 



Na LEVEL HP EXP 

66 28 386 1 27 

123 43 


WEAKNESSES: 

THUNnrR 


603 419 

TOLERANCE: 


Items Dropped 

i 


Steal 

w 


Ether 


Indigo 
Steel 

A LEADER OF LIZARDMEN THAT USES FIRE 
MAGIC. ALSO ARMED WITH A LANCE FROM 
WHICH IT BLOWS EE ILL. 
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These are quick spel least ers that send out a wave of 
fire. However, they are not merely frail magic users. 
They are very aggressive and have deadly psychical 
attacks as welL 
%, If you have the 
chance* be sure 
to steal valuable 
Either from them. 


Fight your way 
past several As¬ 
sassin Zombies 
and a pair of Liz¬ 
ard Shaman at the 
top of a stone staircase. Use the doorway on your left 
at area 2 to travel west. In an open area, you will en¬ 
counter a Skeleton Rider. This is a mounted enemy 
that can attack with its lance or command its steed to 
perform a fire attack. Strafe around this foe to avoid 
its charge move and ranged abilities. You can knock 
the rider off its steed, but its mount will dash around 
the area with incredible speed, and it must be put 
down separately. 

Basement 

A swarm of Thieves will ambush you, but they can't 
do very much damage. Go through the doorway, and 
open the locked chest to receive the Wtool This 

is a handy item that will protect you from Wind-type 
attacks. The following doorway leads back to the 
Mortvia Aqueducts, With this shortcut opened, head 
back upstairs to area 2, and follow the streets north. 


In the last open area of this floor, you will need to 
deal with several Executioners and Shamans. Defeat 
the quick and deadly Shamans first, before you focus 
on the massive brutes. Be sure to check out the 51ferrr?~" 
in the corner, and when the monsters are destroyed 
head down into the basement. 


SKELETON RIDER 


NO. 

LEVEL 

HP 

EXP 

60 

26 

465 

126 

135 

45 

825 

576 


WEAKNESSES : 

.« |£ 


TOLERAN CE: 

FIR£ I , 


P S/S&L 


Items Dropped 


Steal 

m 


Dung Dragon 
scale 

OVFRPOWF.RS HOES FROM. ATOP A DRAGON 

steed. Killing i hi rider win not sum' 

THE MOUNT'S BERSERK CHARGE- 


Northern Streets 

Follow the road to a clearing with several Skeleton 
Riders* If you are able to knock the riders off* grab 
a Dragon Scale from one of their mounts. The next 
clearing has several Executioners, Use your Battle 
I,D to pit brute force against brute force. In front of a 
gate is an Satfitgft You will need the Magic Circle abil¬ 
ity to get through this door* so return here once you 
have obtained it. 

Go through the doorway, and pass the Warp Room on 
the right. Fend off several Dead Fencers, and use the 
Save Room to prepare for a boss battle. 
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ISAAC 


Your devil-forging adversary will bring out Let your Innocent Devil distract his while you 
his most powerful Innocent Devil to test you- focus all your attention on the devil forger. His 
This I.D is the advanced form of the Devil weapon has incredible range, so use a retalia- 
Type. and it is extremely resilient Don’t waste tion type of strategy where you dodge his at- 
your time trying to battle this I.D,, since your tack and counter with your own. Be especially 
target is its master, Isaac, As you try to defeat careful when he laughs and brings his weapon 
your nemesis, he will occasionally command overhead, as this attack will have a very large 
the I.D. to attack you by declaring ‘"Kill Him.” damage radius. 

The I.D. will go underground and emerge in a 

funnel of flames. Run to avoid this attack, and In addition to his physical strikes, he can sum- 

Quick Step as it is about to emerge. mon a cyclone to sur- - - - —— 

r _ _ _round him. If you have f 

|j|l v the Wind Ring, this | . 

will not harm 


you 

that much. Still, wait 
for the winds to die 
down and launch an 
assault of your own. 


One of his quickest moves is a fiery uppercut 
that can catch you by surprise. If you can avoid 
this attack, you will get a chance to steal from 
him. 


When he is defeated, watch the cool cinema 
and proceed through the green door to acquire 
the Mage Type Innocent Devil. 


The other command Isaac will issue is "Go,' 
This will send his Innocent Devil darting to¬ 
ward you. When you r ; ^ ~ ““— 

hear the command, be 
sure to block or side 
step this incoming 
drill-like attack. *. ^ 


NO. 

82 

Level 

34 

HP 

5850 

EXP 

1460 

WEAKNESSES: 

!c:e 

TOLERANCE: 

Dark 

Items Dropped: 

STEAL: 


— 


Devil's vein 




















cast various 
Rather than using 
physical attack, they can use hearts 
to unleash magic spells with special 
effects. One such ability is Time Stop. 





Final Movement 

The next few areas are filled with Zombies - their 
presence serves as the perfect opportunity to level 
up your new Innocent Devil. In the next area, you 
will notice that there are candles on both sides of the 
room. As you walk past them, the candles will blow 
out, and the door at the end will close. You must use 
your Time Stop ability to halt time and dash for the 
door at the end. If you successfully make it past this 
test, you will be on your way to the Eneomaos Ma¬ 
chine Tower. 
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Machine Tower Map 


fe/m t 


TOWER ENTRANCE 


Lizard Shaman 

Lv. 28 

Death Ripper 

Lv. 29 

Dead Fencer 

Lv. 30 

Dead Baron 

Lv. 31 

St. Germain 

Lv. 37 

Necromancer 

Lv. 31 

Zombie 

Lv. 42 

Wight 

Lv. 35 


Sniper Orc 

Lv. 30 

V ass ago 

Lv. 34 

White Gravial 

Lv. 27 

Iron Gladiator 

Lv. 31 

Flame Demon 

Lv. 31 

Undead Lord 

Lv. 33 

Great Armor 

Lv. 35 

Harpy 

Lv. 32 







ENEOMAOS MACHINE TOWER IF 


71 











































































































Purity Ring 


Sacrifice Brooch 

. 9 

eneomaos Machine tower 2F 


Devil I D. 


En eomaos Machine tower 4F 
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To 

3F 


























































Tower’s Entrance 
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Earth 


dark 


Once inside the Tower, a massive Iron Gladiator will 
attack. It has a large ball-and-chain arm that it will 
use to swing at 
you. It can also 
shoot the spike 
ball at you, and it 
will paralyze if it 
connects. Attack 
this hulking fig¬ 
ure after you suc¬ 
cessfully dodge 
its ball attacks. 


to the north contains a lot of Flame Demons, so be 
sure to have an aerial LD to drop them from the sky. 
Continue west and take down the Flame Demons in 
this room as well. Note that in the corner is the EEfejp 


Use the Save Room on the right, and head straight 
into the next section with Undead Lords. They sound 
intimidating, but they are actually basic Skeletons 
with a bit more armor and a leaping attack. The Bed 
Steel they drop will be a great material to upgrade 
your weapons and armor 


Take the exit to the east. Each of the connecting hall¬ 
ways has a group of White Graviais, and the next 
room will pit you 
against several 
Iron Gladiators 
at the same time. 

The big guys are 
not tough to deal 
with as long as 
you keep moving 
to avoid their long 
attacks. The room 


The last room on this floor is a giant lift that you 
must operate manually. Defeat the Great Armor in 
this room, and at¬ 
tack the long gear 
shaft in the corner 
repeatedly. You 
must continue to 
attack this pillar 
continuously, or 
the platform will 
slow down and 
start to descend. 


IRON GLADIATOR 


L evel 

31 

47 


* WEAKNESSES: 


Items Dropped 


HP EXP 

576 2o4 

944 924 

TOLERANCE: 

IHUNDLK 
UOH 1 

D STEAL 

mm 


SOFT LFATH- 
lr Armor 


DAMASCUS 

Steel 


■ A DEMON STITCHED'TOCiETITERi FROM M It 
BODIES OF ROMAN Lit ADI ATOMS- ATTACKS 
BY THROW ENG AN IRON RA1 L 


LIN DEAD LORD 


NQ_. LEVEL HP EXP 

81 33 171 132 

102 38 198 173 

124 43 232 311 

WEAKNESSES: I TOLERANCE: 


STEAL 


Items Dropped 


Red - $m) 

Stfei 

A rur 'KANkINii Mv! II ION VVI III! iRiM IN 
INI kil NCI AND AJ I ALT TOUT R. W|| L MS A 

muii sni-o si iki n mal i 


Tower First Floor 


A few Sniper Ores are scattered in the far corner of the 
first room. Hunt them down with your new LD and 
eliminate them. 

Eventually Vas- 
sago will join the 
Ores in harassing 
you. Quick Step 
the green arrows 
and take out the 
snipers first. 

When you enter 

a large* empty- " ' "" ~ 

looking room* it will appear you are at a dead end. 
However, there is a large lever on the right that will 


raise a staircase to a higher platform. The trick is that 
the stairs will only stay put for a short time. Attack 
the mm #1*4 us© 
your Time Stop 
ability to make 
it to the top of the 
stairs. 

Head up the next 
long set of stairs 
that won’t col¬ 
lapse. At the top* 
you will need to 
fend off two White Graviais. 
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tower Secon d floor 


Lizard Shamans will join the Harpies on this ledge 
and you must survive attacks from above and below 
Deal 


Exit the elevator into a large room filled with gears. 
Check the wall on the right side for a large inden¬ 
tation. Attack 

this section a few I 

the S0Eg> |p9| 

This will protect Jm 

you against poi- fiB|S 

son, and it can I 

be very useful h 

in the upoomi ng I 

boss fight. 


threat at a time 
to make this fight 
more manage- 

able. At the end j 

of this walkway 

is a Warp Room PH 

on the right. Turn 

left to enter an- 

other lift that is ■BP^BSliLfiiiPi 

filled with Death 

Rippers. These are a souped-up version of the Flea 
Man. They are faster, stronger and more of a pest than 
before. Their large numbers make it tough to elimi¬ 
nate them without taking damage. If you get over¬ 
whelmed, block and counter each one in turn. 


Go outside and several Harpies will swoop in on you. 
They have a wind attack, but their primary assault 
comes from sharp talons, especially when they lift 
■ you off the ground. Make sure to use a flying Inno¬ 
cent Devil to help deal with these dirty birds. 


Tower Third Floor 


• ' The first room of this floor is a tough battle of Ex¬ 
ecutioners and Harpies. Fight the big guys up close 
m while you Quick Step their mace-like weapons. Ig¬ 
nore the flyers 
initially, until |f| 
the Executioners | 

Jg 


Your next battle I 
is strictly with [t 
Execution o r s. M 
but their big six- ■ f 
makes it easy ] 
to hit several of 

them at a time. A good ranged attack is the way to go 

in this fight. 


No. Level 

67 29 

110 40 

154 75 

WEAKNESSES: 


No. Level HP EXP 
78 32 340 29 2 

137 46 530 904 


HARPY 


TOLERANC E: 


Toleranc e 


WEAKNE SSES 


ITEMS DROPPED STEAL 


ITEMS DROPPED STEAL 


iCE $!00 

Cream 

WIELDS TWO HUGE. B LAP EX WHICH IT USES 
IN A VICIOUS SMITING ATTACK. ENJOYS RIP¬ 
PING HUMAN FLESH APART. 


red — orichal- 

MlEL CUM 

AN AIRBORNE MONSTER WITH A WOMAN'S 
TORSO. A HACKS WII H VACUUM POCKETS 
THAT SH FLED AIR AN|> FLESH AL.EKE. 























Attack the clatter gear mechanism that is 
sparks, and watch the chain reaction. 


This simple maneuver will create a 
southern wall. Jump 
down, and walk 
through your hand¬ 
er af ted exit. 

The following hall¬ 
way has 
Dead Barons, 
their brethren, 
are quick and ag¬ 
gressive, Also, they 
can take a lot of damage for not wearing any armor. Be 
sure to deal with them one at a time. Use the Save Room 
and prepare for a boss fight. Head up the stairs to the 
next floor. 




Dead Fencers haunt the next hallway, Their dash and 
uppercut attacks are hard to avoid in a group. Block 
these attacks, and pursue them until they are gone for 
good. Exit through the doorway at the end of the hall. 


This is a loud room filled with gears. There seems 
no place to go, so you must make your own exit, 
around the large machinery to the left, and jump 
the platforms to reach the top. 
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SAINT GERMAIN 


uncurse yourself with a Serum or magic abil¬ 
ity! As he continues to perform this spell, time 
will move even faster, and if you remain poi¬ 
soned, you are a walking dead man. 


It appears this character is more than a harm¬ 
less observer, as he initially stated. He is 
equipped with a thin, fast blade, and to make 
matters worse, he can teleport and attack from 
any direction. Lock onto him, and Quick Step 
to dodge his attacks, or simply block, since his 
strikes usually come in pairs. Once you learn 
the timing of his attacks, you will be able to 
Perfect Guard his thrusts, but many of them 
are very fast, and it's a lot safer to block. 


The other thing you will need to contend with 

during this time di- i--- —• -“- 

lation is the thorny 
vines that appear. * 

Dodge these vines ^ 

and his attacks until % \ 

he drops his guard, 

then let him have it. -—-- 


If you run out of curse for your toxic state, you 
could also use your Time Stop ability to return 
the flow of time to normal. Also, you can try to 
use this ability to counter his timing stopping 
command, “You Can't Move/ 1 If you time this 
right, you will be able to cancel his command 
and even get the chance to steal from him. 


He has a long enough pause after a series of 
attacks for you to land a decent combo. Don't 
get greedy, just block his attacks and coun¬ 
ter to make quick work of him. Once his life 
is drained, the fight is not over, as he reverses 
time and his health i ■ ■ ;,. v • —i 

bar is refilled. In this 
second stage of the r ■ ^ 

fight, he pulls a pis- | f t 

tol on you. Dodge this 
attack, and retaliate pVL 
to finish him off once L" 
and for all. 


His most lethal strike is an overhead attack 
that will poison you if you get hit This attack 
and its effect may not worry you now, but he 
has a trick up his sleeve that can make his poi¬ 
son strike lethal. 


After the fight has i v - 

raged on for a while, 

he will fly up in , * 

the air and declare, 

“Oh Time, advance!" - .p* 

When he does this, he 

w i 11 i ncrease the f 1 ow L———-— 

of time. This doesn’t 

make him faster, but if you are poisoned, it 
will increase the poison's effect, sincethe dam¬ 
age is based on a regular interval of time. If 
you have not gotten the Purity Ring, you must 


When the battle is won, go into the next room, 
and claim you new Devil Type I.D. 


NO. 

96 

LEVEL 

37 

HP 

4250 

EXP 

1730 

WEAKNESSES: 

TOLERANCE: 

THUNDER: Dark 

Earth, light 

ITEMS DROPPED: 

STEAL: 

Immortal 

Fragment 
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try out your new buddy, go out the door and head down the stairs to the third floor. 


OWERTHIRD & SECOND FLOORS 


On the second floor, defeat the Dead Barons, and use 
the Magic Circle ability to travel east* Fight past more 
Barons and Necromancers in the next few rooms, and 
use the Magic Circle ability to go south, A lone Zom¬ 
bie and more magic-users will accost you. Slide un¬ 
der one more passageway to the last room of the level 
that holds a few more Necromancers and a Wight. The 
Wights have dual mace-like weapons and are fond of 
spinning at you like a top. Don't try to block this at¬ 
tack; be sure to Quick Step it instead. 


: mancers fill this room, and these are serious 
rasters to contend with. Don't give them a mo- 
weave 

t.; gd jg 

f’TK! SU'p 9 

■'• i 0 k ! \. 




• u-k ror | 

’ ' • I'onm r- 

_ ^:-ci you can , v 

under. T's*- 1 
Circle 

acili'y to enter the 

room full of more Necromancers and a precious 
~~~ T L, IDftiffi Grab the gift and head down stairs. 


When the monsters are defeated, grab the 
jfs foofflgfh in the corner. This will allow you to trans¬ 
fer all damage you would receive to your I.D. When 
you are done with this room, the level should be 100% 
complete. Head into the Warp Device, and go back to 
Cordova Town. 


W'mk'fun\ 


ATK: 20 MAG: 15 


Status Enhancement 
3TR + 4 / CON + 2 / LCK + 1 
Initial Abilities 

Magic Circle 4 Transforms into a Magic 
Circle along with Hector. Invincible 
w h i 1 e transformed- 


fiTtjx bnxzntDmk 


These I-D-s are incredible quick and agile. 
They take a lot of Eva Crystals to level up, 
but they can become one of the most power 
I.D.s in the game. They also have the innate 
ability Magic Circle that can allow you to 
pass under barriers and even make you in- 


iuacriiicej 


no. Level HP LXP 

77 31 245 114 

87 35 272 14b 


NO. LEVEL HP EXP 
84 35 228 139 

92 36 234 148 


NECROMANCER 


WIGHT 


WEAKNE SSES; 

Earth 


to l erance 


WEAKN ESSES ; T OLERAN CE 

IIGHI f#F Dark 


Items Dropped Steal 


Items Dropped Steal 


red Spirit of Si oc 

Steel Fuji 

An FV1I. MAGIC UStR WHO MADE A DEAL 
WITH THE DEVIL, AL LOWING HIM TO SUM¬ 
MON MONSTE RS ONE AFTER ANOTHER. 


A rtRVI R.SION Ol A VASSAGO. Al IACKS HY 
SWINGING IMF I WO STIR ED MAOS IIANGi 
ING I-ROM EACH HAND 


_ 






























Lv. 35 

Lv. 38 
Lv, 35 
Lv. 37 
Lv. 35 
Lv. 38 

Lv. 34 

Lv. 32 

Lv. 40 


Lv. 33 

Lv. 35 

Lv. 34 
Lv. 36 

Lv. 38 

Lv. 33 

Lv. 31 
Lv. ? 
Lv. 35 


e M aps 


To Central Ruins 


F\1 


Wight 


Flame De mon 

Fish m an _ 

Slogba 


Great Armor 


White Dragon 

Gaibo n _ 

Spirit 

Trevor 


To Cordova Town 



AIOLON RUINS : SOUTHERN RUINS 





































































^medians Chair Requires Press It 
and See Ability 

Onchalcum r~-----— 


7 ftrtwfem 


Hilarious Chair 


NORTHERN RUINS 


Requires Fire 
Ability 


XS Potion 


{ ame A 


(Chest) 


JUtomt/. 


Leather Chair 


Frenzy of Wind 


To Abandoned 
Castle 




CENTRAL RUINS 


‘ A YV ■ f/f -. 


Cannon 


Aiolon Ruins Map 


To Southern Ruins 


Aiolon ruins 


Central & Northern ruins 


Megingelos 

V , ^ 


la 





& 




Ui 







■1 


jm 
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Cordova town 



Exit the Warp Boom, and go left You will recall there 
is an iron gate that you could not pass earlier. Use the 
Magic Circle ability to slid© under the gate, and open 
the chest to receive down the 

steps to the Aiolon Ruins. 



SOUTHERN RUINS 



No . L evel HP 


WEAKNESSES: I TOLERA NCE: 


ITEMS DROPPED 


I* 

Steal 


Min/VS' ERFNZV 

Gold of goi i> 

A MONS 11 It BORN OF WIND, HI DDF N 
ENSIDt A RAF'im.Y SPINNING WHIR] WIND 
AI l At T.S WITH hi Ain S OF AIEL 




The first two outdoor areas are filled with Bone Sol¬ 
diers and Undead Lords. These are grunt-level ene¬ 
mies for you now, and will serve mainly to build up 

your Devil LD. 

Once you enter the first room, several Necromancers 
and more Un¬ 
dead Lords will 
team up. This is 
an easy fight, if 
you remove the 
spellcasters first. 

When they are de¬ 
feated. enter the 
hallway with the 
same match up. 


Assassin Zombies join the Undead Lords to challenge 
you in the next several areas. Mop up the Lords first, 
and then deal with the tunneling Assassins once the 
coast is clear. Use a long combo attack on the Assas¬ 
sins to keep them from going underground. 


Continue north until your path is barred and several 

Jin materialize. 

These are wind- 
type spellcasters, 
and if you have 
the Wind Ring 
equipped, they 
will be a lot less 
damaging. As you 



would expect, they have several wind-type projec¬ 
tiles to battle you at a distance. However, they are 
very tough up close, and will swing at you several 
times in succession. Wait for their attack string to 
run its course and then combo them. 

The Jin team up with Thunder Demons in the nex: 
room. Focus your initial attack on the Jin to remove 
the ground threat, then summon a flying LD to help 
battle the aerial Demons. The best time to attack 
them is when they are summoning a lighting storm 
or after the try to swoop in on you. At both points, they 
will be momentarily defenseless. 


Head west, and a new and beautiful canine will 
pounce on you. These pretty white pupa Armored 
Sprinters, travel in packs. They will coordinate their 
efforts to some extent by circling you and attacking 
from all directions. They also have an ultrasonic bark 
that you will need to dodge. And make these nex: 
couple of encounters more difficult, they are assisted 
with air support of the Thunder Demons. 


m 


ARMORED 5TRI NITER 



no. Level HP exp 

80 33 369 188 

127 44 514 498 


' WEAKNE SSES: j TOLERANCE: 

Lartii 


ITEMS DROPPED 


STEAL 

Rrn Stun resist $100 

Steel 

A POWERED-UP WOLF-LIKE MONSTER. 
WEARS SPIKED ARMOR AND FIRES ULTRA- 
SON FC BLASTS FROM ITS MOUTH. 
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Ceramics PORK Si 00 

Bowl 

A TOP-RANKED URC EMPLOYS A RAPID HR 
ING RLGWGUN TO MOW DOWN POLS, PIN¬ 
CUSHIONS ANYTHING WITHIN RANGE 


Central Ruins 

Enter the Save Room on the right, and be sure to save 
yc ur game. The next series of battles are very tough, 
and you might not survive. 

The next area is an open space, and you will get to use 
the cannon once again. Charge to the top of the stairs, 
and take over the large gun. Shoot out the turrets on 
the upper sections 
B f the wall, but 
don't discount the 
Yassago that are 
swarming around. 

You’ve got to shoot 
These foes, or they 
will wear down 

*nd destroy your 
weapon. 

If you can retain your gun, turn it on the barricade in 
front of the door. Once this is gone, your real target is 
the Skeleton Troopers that will run wild in this area. 
These mounted enemies are tough, and they have 
the annoying habit of running around at high speed, 
making itdifficult 
to zone in on them. 

They will dart at 
you very quickly, 
but they will con- 
tiaue to run in a 
circle around you. 

If you are patient* 
you can attack 
them as they pass 
ty. or simply wait 
for them to get tired. If you only manage to throw the 
rider off, you will still have to deal with their sprint¬ 
ing mount. The real reason you want to keep this can¬ 
non intact is that to the left of the barricade is a small 
breakable section of wall. Shoot this with your big 
:om and you will find the SSEQSIBHI® This 

great find will lower the amount of hearts your LD 
uses when it performs a special move. Be sure to grab 
thpyou leave this area. 


fijame 
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The next several rooms contain more Skeleton Troop- 
ers and Undead Lords, The latter is just fodder for 
your LD., but the numerous Troopers can be a serious 
problem. If you have ice attacks, exploit their weak¬ 
ness, otherwise dodge to the side, and let them circle 
around you while you catch your breath. 

The last area will begin to slope upward, and it is 
filled with Wights and Flame Demons. The Wights 
still have that nasty dual-spinning mace attack, but 
the Flame Demons 
are your chief 
concern. Clear 
the skies as much 
as possible, and 
then deal with the 
ground dwellers. 

Run through the 
U-shaped hallway, 
taking out the 

Flame Demons. At the end of this corridor, you will 
face a large group of Fishmen, These are the fire¬ 
breathing type, but with your Boiling Ring, these 
and the Flame Demons don't pose a large threat. Fol¬ 
low this path down to the bottom, and use the 
I Room on the right. 


#* */ 


NO. I FVFl HP EXP 
91 35 640 233 


WEAKNESSES: 1 TOLERANCE 


ITEMS DROPPED STEAL 

m ~ 


NO . LEVEL HP 
73 31 169 

108 40 221 


[C ftW/Yff'/r/'rj 


WEAKNESSES: I T OLERANCE 


:e final room of this region has a Rapid Sniper. This 
an archer-type enemy with a machine gun-like 
:apon that can fire projectiles at a very fast rate. 


items Dropped Steal 


A SKELETON KNIGH I ATOP A HEAVILY 
ARMORED DRAGON INCREASED WEIGHT 

causes urn r loss oe mohuity 
















Northern ruins 



,( A Slogra and several Wights await you in the first 
room. Dispatch them quickly, and continue straight 
through to the exit. A group of Great Armors fills the 


next room. Attack these foes from the back to avoid 
their shields. If 
you use the door 
to the north, you 
can enter a Warp 
Room. However, 
your target is the 
strange, vine-cov¬ 
ered door to the 
east. Use a fire 
attack from T r 
Mage 

Type I.D. to burn through the living barricade, a door 
will be revealed behind the trellis, and you can now 
enter the eastern section of this region. 


The halls are 
filled with more 
^Graat Armors. At 
the split in the 
road, take the 
right fork to en¬ 
ter a room with a 
rtsskoftrete anri 





Take the other path that leads to a room with several 
goodies. In here you will findu chest 

with anMPEJteS^and a 

Return back to the first room of the Northern Ruins, 
and take the western exit this time. The next corri¬ 


dor is loaded with White Dragons. You can jump up:: 
fight these foes, or simply run past them if you wish 
Half way through the hallway is a small button on 
the top of the wail. If you have a Fairy with the Press 
It and See ability, it will automatically press the but¬ 
ton, revealing a new area to the north. 


These halls are filled with Spirits that are great for 
leveling your LD, Take the path to the right, and en¬ 


ter a room that 
will contain the 

and the 

gpUlgk When this 
magical band is 
equipped, the low¬ 
er you are on HP, 
the more damage 
you will do. 




Head back out to 
the hallway, and 
take the first exit 
on the right. The 
top part of this 
road will lead to 
a doorway on your 
right, with a room 
that contains the 

and This metal is very tough to get, so b 

sure to use it wisely when making items. 























So back out and head west to the last room* What, no 
I guess you'll have to settle for an SSSJJUlSfitHIi) 
This is a very powerful brew that will recover all of 

tqux hit points. ---- 

When you are 
zone with this re¬ 
warding detour, 
oatinue back 
m your previous 
lourse, fighting 
Fish men, and use 
the door on your 
right. This corri- 
dor has a few Ga- 
t i ms, but they are spaced out one at a time, so this 
should not be a tough fight* 



the end of the road is a chest with a ^0^S(aiiSS!S0£? 
There is also a breakable wall just behind the chest. 


Abandoned Castle 


Then you enter the next room, a cinema will play 
-hat will trigger ©vents that will teleport you back to 
the Abandoned Castle* Climb up the dilapidated, red- 
■ irpeted staircase to the fourth floor. Enter the boss 
r :om where you fought the very first boss, and use the 
~ "aircase on the left to ascend to the fifth floor. 






Abandoned Castle 4F 


Going through this doorway will take you to 
side area of the Abandoned Castle* 

To finish this level, backtrack and head west to the 
Save Room on the right. A tough Ross fight awaits you, 
so you may want to 
first warp back to 
Julia's Shop to pur¬ 
chase a few items. 

Additionally, upon 
entering the next 
room, you’ll find 
yourself teleported 
to a new location. 

Be sure you are 
finished exploring 

the Ruins before entering the final room*** 
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Trevor Belmont 


This time your fight with the famous Belmont 
is for real. You must win this battle to proceed 
to the next level. Trevor has a lot of the same 
moves as before, but many of them take on new 
aspects. For example* he still has his glowing 
green whip attacks* but he also has a torpedo- 
type move where he will r™ 
dive at you while spin¬ 
ning his whip. Don’t try ^ 

to block this drilling 
maneuver; simply side c^i 
step it instead, f - _ 


You can still Perfect Guard his regular whip 
attacks, but the timing is a lot more deceiving 
this time around. Note that a regular block is 
not enough to prevent you from taking dam¬ 
age* Fortunately* his whip pattern is the same 
each time* so you can learn when to attempt to 
block and counter. The other option is simply 
to Quick Step until he is done attacking and 
then retaliate. 


His longest attack is his melee combo that 
ends with a series of kicks and one last dash¬ 
ing kick. This can be tricky to block, so dodge 
the entire time and fight back when he is 
tired. 


Be very careful when he summons his holy 

strength and has a yel- [ 

low glow. In this state* if r 

he’s a lot more powerful. (if . 

Your best bet is to avoid 

him and attack only 1 * 

when you are sure to _ ■ _ 

score a hit. 


His flaming charge move now has two parts. 
In other words* he will perform two dashes in 
a row. Quick Step out of the way, and then per¬ 
form another one to the side so his move does 
not track you. He will also be open to attack 
after performing this move. 


The key to this fight is to dodge and counter. 
Dodge his attacks, and use the slight pause 
after his attacks to combo him. The best I.D. 
choice would be any of the fliers, since he has 
such powerful ground attacks. Trevor does a 
good amount of damage, but if you keep your 
head and don’t take too many chances* you can 
show him the true power of a Devil Forgemas- 
ter. When the battle is won* you will enter the 
Infinite Corridor. 


No. Level 

HP 1 EXP 

112 40 

4700 2220 

WEAKNESSES: 

TOLERANCE: 

Dark 

Light 

Items Dropped: 

STEAL: 

— 

Curry 
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Spiri t_ 

Final Guard 

: Undead Lord_ 

Blaze Phantom 


Wight 


Thunder Dragon 


Undead Lord 


Bone Soldier 
Amduscias 


nicorn 


hite Dragon 


Spectral Sword 


Dullahan 


To Abandoned 
Castle 


0m- * 


INFINITE CORRIDOR 1 F 



















































/uur/e/f j Pj\ 


$1000 






Lightning 


Phlogiston 


infinite Corridor 2F 


OtttenL 


Requires 
Long Glide 
Ability 


Ceremonial 

Tool 


Requires 
Time Stop 
Ability 




Ether 


Emperor's 

Throne 


Adamantine 


Carbon Steel 


Forgotten 

Memory 


Requires 
Brute Force Lv. 2 
Ability 


Spirit of Fuji 


Holy Man 1 
Vein 


Dark Crystal 


09eereU 


INFINITE CORRIDOR 3F 





































BLAZE PHANTOM NO, LCVEI HP EXP 

104 39 682 317 

126 44 795 609 


WEAKNESSES: T OLERAN CE 

rim | , dark 

Lk.HTDAR ± 


items Dropped Steal 


PUNCH DARK 

RlNCiS MATTER 

An rt.iTi sKrinoN im.azc usrs its im- 
riussivi: svim ro avoid damagi wiij n 
An ac kid 


WEAKNESSES : I TOLERANCE: 


Items Dropped steal 


KiftCOTTEN W\l\/\ $200 

MFMURY RUh\Sl : AI 

A I K >RN H ) 'MON S' LER 111AI CAN CONI UOL 


WIND 


HNALGUARD 


Level 

42 

75 


HP EXP 

700 582 

1610 1338 


Weaknesses: 

ll-IUNDFR |Ar 


Tolerance: 


items dropped steal 


ATAMAN II ICili $500 

TIN L POTION 

Incredibly tough armor holding dt 
m nsjvi positions. Breaking ni rough 
ITS LINE Oh D (TENSE IS VE RY HARD, 


A pair of Final Guards and several Spirits will bar 
Bbur way in this short corridor. Just keep swinging 
eventually you will drop them all. A slew of Un- 
and Spirits await you in the next room, 
should not present much of a challenge, but 
and Evo Crystals are valuable to you 
rinnocent Devils. 

Head east and use the Save Boom on the left before 
proceeding any further. This next corridor connects 
to two doors that loop around the center. These routes 
are very long, and they are filled with Blaze Phan¬ 
toms, These blue-colored cousins of the Blaze Skel¬ 
etons can take a lot of damage, and they move very 
quickly. When you trip one up, pursue it until it is 
dead, or you may find yourself quickly Gutmaneu- 
vered by this horde. 

Travel east out of the center loop, and in the next two 
rooms, you will encounter Unicorns. These upright 
versions of the fa¬ 
bled beasts carry 
a large book that 
can be used to cast 
spells or attack 
you with knife¬ 
like pages. When 
all the enemies 
are defeated, head 
back down to the 
first floor. 


UNICORN 


NO. Level HP EXP 

114 42 700 288 

i *?n i a m iTiJi 


PAPER. USIS A Sn.I CnOM of PAPPUS I OR 
VARIED ATTACKS. 


SECOND FLOOR 


The first floor acts as a connector to the other lev¬ 
els, The long road 
leading up this 
ramp is filled with 
Spirits. These are 
not tough ene¬ 
mies to deal with, 
but they are very 
plentiful. Use a 
lower level I.D. 
to power it up on 
these long strolls. 

Enter the room 
at the top of 
incline, and you 
will meet the Fi¬ 
lial G uar d s. N ot 
only do these en- 






First Floor 


You must wait for this aura to wear off and then at¬ 
tack them after they strike. If you are low on funds, 
try stealing from them to net $500 at each pop. 














FIRST FLOOR 








-. White Dragon in each comer joins more Unicorns. 
Defeat one of the dragons, and use that corner as your 
safe spot to destroy the Unicorns, After a short jaunt 
through another outdoor walkway, you will face the 
::,me enemy set-up. This should be a familiar fight, 
and as long as you don't get double-teamed by spells 
iid fireballs, you will be fine. 





a seat in ‘ fifing**^ and you will be lifted to 

a platform above that is loaded with goodies. In the 
locked chests on this level, you will find many valu¬ 
able items, including the 


ffieremomal 1 


Ad a in a n 1 1 Tie; 


When you are done collecting all the materials, there 
is a Warp Room to the north you can use, but continue 
to explore the level using the western door. Follow 
this corridor to the next area that has a huge crystal 
in the center (1). This is essentially a four-way inter¬ 
section, but take the detour to the north first. (OVER) 


THIRD FLOOR 


Second floor 


This isn’t the second floor you are 
=re partially destroyed, revealing the 
“his dimension. Also, the floors are a bright 
and are lined with strange patterns. They don’t 
mis the Infinite Corridor for nothing! Work your way 
“.raight up, defeating the Ectoplasm in your 
Enter the next room, and climb the steps to 
floor. 


This next room 
-s a mysterious 
mair in the cen¬ 
ter, and this time, 
;he high back em- 
-r*ld seat is not 
just for fun* Have 


Tight and more Ectoplasm haunt this room. This 
-itch-up is not tough, as long as yon don't bump into 
he Ectoplasm and become cursed. If you do, be sure to 
cure yourself instantly. Race through the next hall¬ 
way filled with Thunder Dragons, and enter the door 
:n the bottom of 


me slope. 





















This will appear to be a room with a narrow ledge and 
a sunken floor. If you do go down below, you can fight 
Gi-Lee. This is an advanced form of a Thief, Gi-Lee is 
not a dangerous foe, but its rear gas cloud attack can 
leave you paralyzed and susceptible to getting hit by 
the Ectoplasm circling around you. 


You will quickly 
guess that the ob- 
; jecl of this area 
is not to descend 
into the pit be- 
but to reach 
the other narrow 



ledge on the op¬ 
posite side. This 
requires the Long 
Glide ability, and 

if you have it, fly across to the other side and go back 
w/y : down to the second floor. 





SECOND FLOOR 




You will emerge in an open area that is filled with 
Blaze Phantoms. There are a ton of these things in this 

K ;Open space, so use ■- 

best j 
attle 
deal out 
seri ous dam¬ 
age. Also, keep in 
mind that there is 
a Save Room to the 
right that you may 
need to restore 

your health. When ^- ~ 

the long and diffi¬ 
cult battle is won, 
go out the eastern 
doorway. 

You'll come to a 
short, L-shaped 
piece of road that 
stops at a dead en d 
that contains the 


Sfeigj This is a great tool that gives protection 
from dark attacks. You must defeat all the enemies 
in this section to lower the bars back to the big open 
area. 

Go back to the open battlegrounds, and take the exit 
on the opposite side. The first segment will match 
you up against Gi-Lees and Ectoplasms. Make quick 
work of them, and fight through the next two sections 
filled with Blaze Phantoms, At the end of the road is 
a green bag worth Note the wall markings: Ii 

you have the Decipher ability, grab the cash and go 



Third Floor 


From area 1, head south the to next room that also 
contains a puzzle of sort Like the room on the oppo¬ 
site end, this one also requires a special ability of one 
of your Innocent Devils, In this case, you will need 
a Battle Type I.D. with the Brute Force L2 ability in 
order to open the huge metal doors- 




















Second Floor 


Like the previous sections* this has a wide-open bat¬ 
tleground* but this time, it is loaded with Bone Sol¬ 
diers and Undead Lords* These are n ot as tough as the 
Blaze Phantoms on the other side, but they are rather 
numerous, 


Use the exit to the left that leads west to explore this 
area* The walls are lined with Thunder Dragons* and 
at the end of the 
path* is your prize, 
the 

ffifonreh Grab this 
precious collect¬ 
ible* and do back 
through the exit 
on the other side 
of the open area. 


T -‘V 


A whole grave¬ 
yard filled with Undead Lords swann the first hall¬ 
way, Dispatch them, and take on the Ectoplasm and 
the Amduscias, These advanced forms of Unicorns 
have the same type of lunging attack* but their spell 
creates a whirlwind of pages that can damage you* 


THIRD FLOOR 


From area 1, head straight west into a hallway filled 
with Spectral Swords and Ectoplasm. The next room 
is a unique puzzle, where you face a breakable wall 
that keeps replenishing. Each time you hit these 
breakable boulders, more drop down in their place* 
The method to get past this trap is to use your Mage 
Type I.D. with the Time Stop ability to halt time and 
prevent new rocks from appearing. 

Run through the next hall of Thunder Dragons and 
Spectral Swords. At the bottom of the long slope, en¬ 
ter the room on the right. Defeat the Ectoplasms and 
Spectral Swords to drop the barriers and head back 
iownstairs. 


Second Floor 


Defeat the sole Ectoplasm, and run through the hall¬ 
way filled with Thunder Dragons and Final Guards. 
You must defeat the guards to enter the room to the 
n ;rth, Save your game in the room on the right and 
r repare for a boss fight. 




AMDUSCIAS 


, T ,T ' v», 


ill I V 


NO. 

Level 

IIP 

EXP 

106 

39 

423 

298 

129 

44 

493 

572 

WEAKNESSES: 1 

1 TOLERANCE: 



Earth 

1** 



LIGHT 

1* 

items Dropped 

STEAL 

S ^ 




l Oltfion EN 
Memory 

ANGEL 

HALO 

$200 


A HORSI I lKlr MUNS M R KNOWN AS I ML 

Artist of m i l attacks using a bizarre 

lORNADO OF RIPPED OUT BOOK PAGES* 




y//V r/jf 






Use the same strategy on these foes as you would on 
other spellcasters* Get in close and attack! 




The final segment of the hallway holds asasegfe&iii 
that is a very rare find! For the last time, go back to 
area 1* and take the western exit* 











ULLAHAN 


Earth / Light 

Items dropped 


PURPLE 

Glitter 


This headless warrior if equipped with a large After several swipes with its sword it will 
cursed sword and shield. Fortunately each dash at you* Dodge this attack and be sure to 
successful hit does not curse you, but it does take advantage of the time it takes the Boss to 
have two power attacks that can. If you have right itself by attacking with a quick combo, 
the Curse Sealing King now would be a good 
time to equip it! Both of these power moves are 

telegraphed very well - 

so you should see these 
two attacks from a mile 
away. When you notice ^ 

its sword glowing blue, ^ 
he will shoot a narrow 7. * 

beam of blue light from 

his blade and spin around. Jump over this at¬ 
tack or simply Quick Step right through it. Its 
other cursed attack is preceded by a maneuver 
where it will thrust its sword into the ground. 

This attack will result is a large blue cone 
that surrounds the Boss. When you notice it 
lean back to thrust it*s sword down, run out of 
the range of this attack's big damage radius. 


The only other move you must be cautious of 
is when it leaps in the air and comes crash¬ 
ing straight down. This attack creates a huge 
shock wave that can damage you or your I.D.s 
However, this is also the only time to steal 
from this Boss* 


To defeat this undead Boss, try a flying Inno¬ 
cent Devils to chip away at it. They only time 
they can be seriously damaged is during one 
of the bosses power moves. Since these attacks 
are telegraphed so wel 1 you can even put your 

LID. away to protect it. i * ; - m —““ Q 

Its sword attacks are 

too quick to counter so -ij jrM 7 

wait for the pause it has jFi t 

after the dash move and J '“~ 

power attacks to launch _ '&■? 

your combos. 


As you can probably guess from looking at 
it, this Boss's main form of attack is with its 
sword. It will usually perform multiple strikes 
in a row, which can break through your block. 
You can Perfect Guard these attacks but you 
wont gain much time to retaliate. 


NO. 

145 

Level 

40 

HP 

7875 

E> 

45 1 

WEAKNESSES: 

TOLERANCE: 

































y!jtu/tr 




'))t/Afft 


To Mortvia 
Aqueduct 


Highbrow 

Chair 




Medusa 

Hing 


Requires 
Magic Circle 
Ability 


Dracula's Castle 1F 


Slogra 

Lv. 45 

Gaibon 

Lv. 45 

Rapid Sniper 

Lv. 40 

Red Ogre 

Lv. 48 

Spirit 

Lv. 32 

Frost Demon 

Lv. 43 

Armored Sprinter 

Lv. 44 

Final Guard 

Lv. 42 

Undead Lord 

Lv. 43 

White Dragon 

Lv. 38 

Frost Dragon 

Lv. 39 

Executioner 

Lv. 47 

V ASS AGO 

Lv. 41 

Skeleton 

Lv. 38 

Flea Man 

Lv. 40 


Efreet 

Lv. 45 

Jin 

Lv. 45 

Zombie 

Lv. 42 

Ghoul 

Lv. 42 

Assassin Zombie 

Lv. 42 

Cyclops 

Lv. 47 

Red Ogee 

Lv. 48 

Death Ripper 

Lv. 40 

Harpy 

Lv. 46 

Amduscias 

Lv. 44 

Iron Gladiator 

Lv. 47 

Thief 

Lv. 32 
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Throne of 
Bones 


DRACULA’S CASTLE B1F 


DRACULA’S CASTLE 2F 


DRACULA’S CASTLE 3F 
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y!jfttt M^ 


A 
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Dracula’s Castle 4F 


dracula’s Castle 5F 


(* Hft/lift reftt/l' 


Pumpkin Type 
TD. 




Dracula/s 

Chair 


Requires 
Magic Circle 
Ability 


'( WfH 


dracula's Castle 6F 


dracu la's Castle 7F 
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MORTVIA AQUEDUCT 


After the last cinema playa you will be transported 
to the Mortvia Aqueduct. The powerful magic that 
« has revealed Dracula’s Castle has drained the wa- 
t |ar out of many parts of the other levels* Also, at this 
stage of the game, your leveled-up Innocent Devils 
should have had a chance to obtain all the abilities 
they would need to access the previously unreach- 
. able areas. With these two key factors in place, you 
can now complete all the other areas in the game. See 
the following wrap-up chapter “100% Completion" for 
detaila For now, focus on Dracula and putting an end 
to the curse, 

the Glide abil ity to cross the gap to the entrance 
f oi me forest. Grab the High Potion on this ledge and 
Glide back. With the water level lowered, you can now 




v. - 

i ,- -. 

i v n^ga.% - - - . 

isjpii 


fi rst Floor - outer wal ls 

The first room and connecting hallway have a Slogra 
guarding them. This is just a little warm up exer~ 
cis \ as there is only one. However, the level of this 
and all other monsters in the castle are a lot higher. 
Don’t cut these foes any slack; combo them quickly 
and drop them to 
the ground. 





Work 3 
south, 
more £ 

W attack 

are not alone mis 
time, as Gaibons 
will join them. 

Take out the 

ground threat first, since the Slogra have very long 

range. 


When you reach 
the southern part 
R of the wall, a mm 
Of 

g ers wl 

Quick Step their 
shots, and get in 
close to eliminate 
them. 



cross the bridge that extends from the right staircase. 
A huge iron door prevents your entrance. Use yo — 
Battle Type LD, with its Brute Force ability to gam 
entrance into the dark domain. 



Then next area has a trio of Red Ogres, They are toug : 
monsters to take down, so consider using a Battle L±* 
to match their physical force. Also, don’t run too fa: 
into the room to attack the attention of the who 
group. Try to pull them away one at a time. 

i As you head north, you will face several Spirits and - 
i break in your path. To complicate things, Rapid Snip - 
\ ers are on the other side of the ledge. Use the Glicr 
[ ability to cross the gap, and eliminate these Ores. 

1 Drop down into the pit below, if you want to level up a 
bit against the Spirits* 

The next room offers exits to the north and east. Con- 
i tinue on your current jaunt north to finish the outer 
walls. At the end 
of this path are a 
few Spirits and 
the 

| <§faufe Go back 
I south, and take 
I the east doorway 
E to enter the in- 
| terior of the first 
I floor. Smash the 
{ wall behind this 

I chair to receive the Sfflggtaom SfagJ that will protect 
I you from being turned to stone* 












first Floor - interior 


Surprisingly the first room is empty. Keep going 
east, though, and you will find a whole room of Frost 
Demons. These chilling aviaries have an icy breath 
attack that can be very crippling. The Absolute Zero 
Ring will offer 
you a lot of protec¬ 
tion from them, 
but they can still 
swoop in and at¬ 
tack you. When 
they dart toward 
you, dodge out of 
the way, and let 
loose with a fierce 
combo. 




FROST DEMON 


NO. 

Level 

HP 

EXP 

05 

28 

294 

148 

99 

38 

392 

273 

121 

43 

458 

490 


WEAKNESSES: 


FIRE 
Win ii 


I 

S 


Tolerance: 


ICE 


ITEMS DROPPED 


STEAL 

$100 


ICF 

Cream 

A r RG 1 LN DE MG NE W IT H IUT A L CO MM AN D 

o\ cold. Freezes anyth iNo in its patji 
mn\ beasts or ice. 


Basement 


Enter into the grungy corridors, and use the Save 
Boom on the right. Your first challenge on this floor 
is a swarm of Undead Lords, but they should be no 
match for you! Crush them to dust, and enter the next 
room where sev¬ 
eral White Drag- 
ins accompany 
mem. Take down 
she wall-mount¬ 
ed dragons, and 
sweep up the rest 
:: the undead. 

Your next chal- 
_mge is a group of 
Flame Demons. The Boiling Ring helps a lot on these 
fiery foes. Attack them when they swoop down close 
:r jump up to do an air combo. 

Fight through another room of Undead Lords, and 
the next challenge will be a room of icy foes, includ- 
~g Frost Demons and Dragons. Keep away from the 
Fragons while battling the flyers, or simply smash 
mem first to allow you some room to maneuver. If you 
have a flame attack, use it! 



More Frost Demons and several Spirits occupy the 
next room. The Spirits aren't a major threat, but be 
sure to clear them out first to avoid their staggering 
charge attack. When all the enemies are defeated, be 
sure to complete the hallway to the west filled with 
Spirits. When you reach the first room, return to the 
last spot and use the southern exit. 

Travel past the first door on your right, and enter the 
room straight ahead of you. 

Frost Demons and Armored Sprinters occupy this 
room. Use an airborne Innocent Devil to fight the fly¬ 
ers, while you tackle the pups on the ground. Use the 
exit to the west, and travel through the long hallway 
to the last room on this floor. 

In the final room, the red gates bar your progress. 
You must defeat all the Armored Sprinters and Final 
Guards. Take on the white wolves first, since the Fi¬ 
nal Guards shielding them will be a lot trickier to 
deal with. When the dogs are gone, circle around the 
big knights, and 
let them have it. 

Before you de¬ 
scend to the base¬ 
ment, be sure to 
use the exit to 
the north to com¬ 
pletely finish the 
last hallways on 
this floor. 


Three hulking Executioners are cramped in the next 
room. As long as you can avoid their mace-like arm 
and attack from the rear, they should not be tough. 

Defeat the undead in the next room to get to the final 
room of this floor. This last fight involves both Ex¬ 
ecutioners and Undead Lords. Since the room is filled 
with enemies, large and small, just keep swinging, 
and you will hit several at a time. When the floor is 
won, use the stairs to go to the first floor. 




§7 















First floor Connector 


Vassago haunt these hallways. They are not that le¬ 
thal, but they can pass in and out of the area, mak¬ 
ing it hard to defeat them* There are no barriers in 
these sections, so kill as many as you can and con¬ 
tinue east. At the next junction, stay on course and 
exit back down to the basement. 


Basement 



• 

Flea Men and Skeletons will assault you when you 
enter this secluded section. They should be a push¬ 
over for a devil forgemaster at your level, but be sure 
to use a lower level Innocent Devil to gain valuable 

experience* 

The goal of this little diversion will be obvious when 
you enter the next room to collect the ESteSfi© 

This is a precious material that is very hard to find. 


Also, in the corner 
is another cookie 
chair, the 

rasrasEt Return 
back upstairs to 
the first floor con¬ 
necting hallway, 
and go south. 



First floor Connecto r 

The southern path ends quickly near a shredded 
fence. Select your Demon Innocent Devil, and use the 
Magic Circle ability to slide underneath the fence to 
go to the second floor. 


/ r 

SECOND FLOOR 


Efreet fill this room with their blazing presence. 
Their fire attacks are their trademark, but don’t un¬ 
derestimate their power swinging strikes. These 
sw ipes are performed in quick succession, and if you 
are caught off guard, they are very damaging. Quick 
Step their assault, and counter from the side or back. 



The only thing that could be worse is fighting both of 
these enemies together, and that is exactly what you 
have to do next. Dodge a lot to position yourself out of 
harm's way* and let loose with a combo* Avoid getting 
pinned down by several at a time, and you should 
make it out alive. 


Jin live in the next room, and their sheer number 

makes this a 
tough fight. Like 
the Efreet, their 
swinging attack 
is very deadly, es¬ 
pecially in large 
numbers* Space 
them out a bit, and 
take them down 
one at a time* 


Use the Save Room on the right, and enter the next 
room of vomiting Zombies, These are simple fobs at 
this point, but they yield a lot of experience. 

The last room contains tougher undead, Ghouls. Be 
careful of their deadly hug from the grave and clean 
this area of their rotted flesh before heading up 
stairs* 



















Third Floor 


More Ghouls for you to contend with! Send them back 
:o the grave, and head into the next room, where a ver¬ 
itable bevy of Ghouls stalk — and they're not alone. 
Assassin Zombies will make this fight a bit more 
difficult, Wait for 
the assassins to 
“merge from un¬ 
derground, and 
finish them off be- 
i Dre they can bur¬ 
row back down. 

The third room 
^olds a huge Cy¬ 
clops and more 
Assassin Zombies, Battle the big brute, but keep an 
eye out for the tunneling assassins. When one of 
these pops out switch your attack toward this foe un- 
111 it is defeated. 

In the fourth room, the match-up is pretty similar to 
before, except this time you also have to deal with a 
Red Ogre. Once again, focus on the big guy and be on 
the look out for the assassins 1 underground attack 
where their tunneling emits a red glow. This attack 
can damage you even though you can't see them. 



FOURTH FLOOR 


T^ath Rippers lurk in this first room, and although 
they are not very damaging, they can be quite pesky. 
However, in the following room, you will face a big 
ini tall mismatch of Cyclops and Death Rippers, 
Ignore the little 
guys, and take 
: at the Cyclops 
:ae at a time. The 
Death Rippers 
dap around so 
last that they will 
rrobably run into 
your attacks on 
*-he big gtiy. 



Fifth floor 


Amduscias are the threat in this first room. Their 
■ i: :iing pages make them tough to attack. Be sure to 
a strong Innocent Devil to deal with them, since 
o v can take a fair amount of damage. Wait for the 
spell to die down and then combo them like crazy. 

Tdr next room will throw in a couple of Harpies into 
p mix. This can be a draining fight! Use you I.D* to 
some of its strongest abilities, and don't take any 
chances. 

Tdr third room hosts the towering Iron Gladiators. 
Tiiese hulking monsters are very strong, so dodge 
ball-and-chain attack and counter with your 



fiaraster 


The final room of this floor is filled with big brutes. 
You will need to battle Cyclops and Ogres at the same 
time to lower the barrier and gain access to the fourth 
floor. Roth types of enemies wield large weapons 
with pretty good range, but you can use a Rattle Type 
LD. to go toe to toe with these big boys and come out 
victorious. When the fight is over, head up to the next 
floor. * 


'{{ me A 
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Use the Save Room on the right, and continue into the 
third room. There are a lot more Cyclops to contend 
with this time around, so try to pull them apart to 
avoid them ganging up on you. 


QWtMmteiiL 


In the last room of this series are more Cyclops and 
Harpies. Try to avoid the oversized birds while you 
remove the Cyclops, The Harpies are quick, and it 
will take all your attention to eliminate them, so be 
sure to finish the Cyclops first. 


*('mrk*rm j 


own. Keep dodging their massive spiked ball and re¬ 
taliate with a combo of your own. 


In the final room of this corridor, you must face Har- 
pies as well as the 

iron lad LiUors. J0B 
■ . our • '1 U ■vi s 
’■tv: '--loll !_■ i ■ t < i i: i r&Als 
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FOURTH FLOOR 


; d m 7 >. ^ ■' 

In this small section of the fourth floor, you will bat- 
tie several Final Guards. Their magical shields can 
draw this fight out a bit, but keep attacking and they 
will fall- 

The next room has more Final Guards and Rapid 
Snipers as well, Strafe your way to the back of the 
room, and drop these archers. Once they are defeated, 
attack the Final Guards with any piercing attacks 
you have. When the battle is w t ou, head back up to the 
fifth floor. 


Fifth floor 


Iron Gladiators and Final Guards make this room a 
cramped combat zone. The Final Guards will need 
tpecial attention because of their shields, so attack 
the gladiators first. Dodge their metal ball, and at¬ 
tack the hulking monsters from the rear. When ev¬ 
erything is eliminated, go through the next hallway 
and up to the next floor. 


Sixth Floor 



Step into the blue light of the healing field and pro¬ 
ceed to the next room to fight the Rapid Snipers and 
Iron Gladiators. Once again, take out the Snipers, but 




be careful of the 
paralyzing ball of 
the gladiators. 


the 


Id 


wall 
lead to 

area. Use the Magic Circle ability to slide 
under the hole in the wall. 


next room 
two en- 


Just ahead is a familiar green door that can only 
mean a new Innocent Devil. However, this one is spe¬ 
cial, In order to awaken this I.D. you've got to have 
a hold of the Pumpkin Mace. To make this weapon, 
yon will need several materials and other items ... it 
is a somewhat complicated process, but your reward 
will be the Pumpkin Type Innocent Devil, Check the 


weapon and armor section for a complete list of how 
to make the Pumpkin Mace, but to give you some ides, 
take a look at these ingredients: Mace, Miracle Egg 
Jade. Sun Tears, and Red Steel. 
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MAG: 7 


ATK: 7 


Follow your previous path to the next room that con¬ 
tains several Slogra and Rapid Snipers. The large 
reptiles are tough, but you still need to take out the 
^ snipers first Tag team the Slogra with you I.D. to re- 
~ ove them as fast as you cam Their long range and 
5 reed make them one of the most dangerous men¬ 
s'ers in the game. 

The last room has several more Slogra and Giabons 
25 well. Fight the ground foes first and then concern 
rate on the air attack. When all the monsters are 
gone, head up to the final floor of the castle. 


Seventh Floor 


Tons of Thieves will dart around in all directions. 
They can't hurt you much, but they will try to take 
• our hard-earned goodies. Show them that crime 
doesn't pay. 

On the Left is a Warp Room that you can use if you 
want to power up before the final battle. Using this 
room you can transport yourself to any other level 
the game and collect materials and level up your 
Innocent Devils. When you are ready for the finale 
5A\e your game in the room on the left and trek up the 
1 : ng staircase to the final showdown. 
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50 

HP 
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4800 

WEAKNESSES: 

TOLERANCE: 


ITEMS DROPPED: 


CHFFSE 




This time around you must face Isaac who is 
equipped with a laser sword and three Inno¬ 
cent Devils. The difficulty of this fight will 
depend largely on how leveled up your own 
I.D.s are. He does not use any tricks or special 
I.D.s, so you can fight him with the same exact 
type if you wish. . _ —— 

^ , 

The fight starts out 
against Isaac alone. He 
will perform several 
types of combos with 
his laser sword* includ¬ 
ing a blade toss move. Dodge or Perfect Guard 
his attacks, and when his combo ends, launch 
one of your own. 

When he has lost half of his blue life bar, he 
will summon his first I.D, Crimson, a Bird type. 
This is a quick aerial foe, so summon your own 
flyer, including your Devil Type. Also, be sure 
to equip the Boiling Ring, since this is a flame- 
shooting dragon. While his I,D. is out, he will 
have a protective shield, so you must destroy 
his LD. before you can inflict any damage to 
him again. Lock on his I.D, and double team it! 
Use jumping air combos to take the fight to the 
skies. 

Note that while he is l_ -- 

invincible when his In- Hkus 
nocent Devil is out, he ^ ^ 

will still attack you. 

Quick Step past his at¬ 
tacks and focus solely 
on his LD. Once the I.D. 

is gone, fight him until his blue life bar is al¬ 
most gone. At this point, he will summon an¬ 
other I.D. 


with a lot of hit points, but at least it is on the 
ground. Pick your own Battle LD. and equip 
a high-damage weapon to dish out the high 
damage it will take to drop his buddy. When 
he is solo, dish out as much damage as possible 
before he summons his last I.D. 

The last Innocent Devil he will call forth is 
Razet. This Shogun-like warrior is a very 
tough and damaging Battle Type LD. Use your 
own Battle Type, if it still has some life left, 
and finish it off with the abilities of your other 
surviving I.D.s. This companion of his can do 
some serious damage, so take no chances and 
use all the power of your I.D.s if you have to. 

Finally, he will be out of Innocent Devils, and 
you can concentrate on defeating him with 
any I.D.s you have left Keep in mind that he is 
weak to ice attack, so you Mage Type I.D may 
be very handy here. He “Ijj 

will add a new purple jj ' 

glowing charge attack, 
but you can Quick Step 
this move and retaliate # * 

pretty eas i ly, I — i 



If you are finding yourself very low on health, 
use your Fairy Type I,D. to heal during the 
parts of the battle when it is Isaac alone. Just 
run and Quick Step until you are back at a 
proper health level, ! 

Keeping you health up 
is very important, be¬ 
cause this is only the 
first Boss battle, and 
once he is defeated, 
there is another. 


This time he will bring forth the cute and cud¬ 
dly lytel. This is a powerhouse Battle Type LD. 









































Death 


Good old Death is back again. He’s a recurring Death also has a ranged attack that consists of 
enemy in Castlevania, and surprisingly, he exploding pillars of fire* If you keep running, 
has a lot of the same moves as before* You think these will not be able to track you well, and 
he'd learn a few new tricks in the underworld* you should avoid them unharmed. 

Don’t be intimidated by this foe ... step right up 

to him and combo away. One of his last attacks is the most devastat¬ 

ing, if you are caught in it. When you see him 
summon an orange ball of energy, get out of 
the area fast. Death will issue forth a huge fire 

bomb that covers most - 

of the screen. Of course, E gj J 
just after this attack is 
the only time you can 
steal from Death* Use i .-_* 5 (pPSV 

the Magic Circle abil- * j&K 
ity to stay in close un¬ 
harmed. 

Death’s Scythe is simply huge, but the wind up 

for this attack should give you plenty of time Use the time in between his attack to lay down 
to get out of the way. If you can time this well, as much damage as you can. This fight will 
you can jump straight up and perform an air largely be alternating between Quick Step- 
combo as the blade passes harmlessly under- ping past his attacks and getting back up close 
neath you! to inflict damage. Be sure to use an agile I.D* as 

.. , , -— - ■ ■■■ — - your companion* especially a flier, since Death 

- has devastating ground-based attacks. 


Death has many at¬ 
tacks, and early on, you 
will have to look out for 
the large fiery disc he 
sends forth. This seems 
to track you a little, so 
wait until it is just upon 
you before you Quick 
Step out of the way. 


It also has amini -scythe attack where he sends 
several small blades whirling at you. You can 
block a few of these, but they will eventually 
break your guard. Dodge these alternating left 
to right and block when you are forced to. 
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51 

HP 
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TOLERANCE: 

Dark 
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STEAL: 

Death's 

Pulse 
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WEAKNESSES: 


ITEMS DROPPED: 


TOLERANCE: 

Dark 

STEAL: 

Vampire 

BLOOD 




160 


7500 


5790 


This is the final showdown, so hold nothing 
back! Not only does his attacks do a lot of dam¬ 
age but yours do very little. While it may seem 
obvious, the important thing is to do as much 
damage as quickly as possible! You could eas¬ 
ily burn through all your healing items and 
never defeat this monster, if you don't use your 
Innocent Devils to help deal out damage. Don’t 
worry if you lose any of them ... just be sure to 
send them back when it 
flies in the background 
and does its area at¬ 
tacks. Also, be careful 
of its red vapors after 
it attacks ... this "mist** 
can still damage you. 

The fight begins with the huge monster charg¬ 
ing right at you. Dodge this initial strike, and 
go to work. The obvious time to attack is when 
it crosses its arms and laughs at you. 


Its swipe attacks are a lot tougher to avoid, be¬ 
cause they cover so much ground. Try to Quick 
Step into the move* so you will go in the oppo¬ 
site direction of the attack. Once again, get in 
close and inflict some damage. 

If you see it raise both arms in over its head* 
get right in front of it and jump straight up 
to do an air combo as its arm eome crashing 
down. You still have to be careful of the red 
vapor trails that it leaves, hut you need every 
chance you can get to do damage. 


After taking enough 
abuse, it will fly into 
the background. Send 
your I.D. back so it does 
not suffer in the wake 
of this attack. There are 
several types that he 

can use from this distance. The first is a blue 
beam it will project as it spins around the plat¬ 
form. Quick Step through this in the opposite 
direction it is moving. 


From this close position it will take several 
swings at you. The single arm punch is easy 
to dodge to the opposite side. After you escape 
this move, get back in to do a sort combo. Be 
sure to keep these combos short, because it 
doesn't stand still for long. 




k 



Another type of long- 
range attack is a swarm 
of homing green arrows. 
Run left and run using 
Quick Step to avoid the 
shots just as they are 
about to hit you. 


The final long-distance attack it has is a blue 
explosion that sends out a shock wave. Jump 
over this attack or attempt to step through it. 

Sometimes it will jump behind you, so be sure 
to lock on and center the camera to avoid it 
getting a cheap shot. Keep pounding away at 
it, and use any of your I.D.s abilities, like the 
Light attack from the Mage Type I.D. to drops 
its life bar until it is defeated once and for al 1. 

























Kp#* While it is not necessary to complete each level 100 percent, there is always that nagging feeling of wv^ 
was missed and what else is there to see. This section does not cover every aspect of the game: it is mea:.' 4 
focus on the areas that were not originally accessible in tho walkthrough as well as optional sections. If ' j 
are having trouble finishing all the levels completely, your answer lies in this section. Many of the "hiddr"^ 
areas of the game are only available after Dracula’e Castle appears and drains the water out of many rocmsl 
Also* this section assumes you have the correct abilities of the various Innocent Devils to reach several s-t- 
tions. Check out the I.D. section in the beginning of the guide to find the correct evolution series for each A 
these required abilities. Note that you do not obtain any special item for clearing the game 100 percent, but A 
Is extremely satisfying! 













Dark Crystal 


XS Potion 




Requirements 






* Glide and Purify abilities. 

• Water drained, 


Fachinko Chair CENTRAL 

.“I 


To Garibaldi 
Temple 


Dragon Scale HP Max U P Requires Purify Ability Tq Abandoned 

• Castle 

'fey i. n - 

Battle Type 


WESTERN 


Cannon 


HP Max Up 
Requires Glide) 


Perfect Guard 


Boiling Ring 
(Chest) 


SOUTHWEST 


High 

Potion 

(Requires 

Water 

Drained) 


XS Potion 

(Chest Requires Glide) 


Julia s Shop & 
Baljhet Map 


Serum 


LD, Chart 
(Chest) 


To Mart via Aqueduct 
(Requires Brute Force) 


Southern forest 


Prom the Warp Room, head straight east to area 4. 
Take the first right going south toward area 3. 

In this section, use the first door on your left. On the 
ledge to the left, you will recall that you optioned a 
Serum, Now that you have the Glide ability you can 
soar over to the chest to collect a 
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Central Forest 
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Travel all the way up north to area 5 of the Central 
Use the path to the north that leads to the 
Skeletons 
that you were pow¬ 
erless to destroy 
earlier. Summon 
your Magic Type 
I.D. with the Fori- 


the guarded room 
to c!aima[DjpE2^ 

Go back down to ar 
of this region, 
the water 
lowered, the 
will span 
plain, 
into 
col- 


the 

doorway into a 
new looping sec- 

tiOFL 


There are a few meager Thieves in this looping sec¬ 
tion, but ignore them and take the left path. 


Enter the first room on the right to receive an 
your second on this level alone! 

Go back out, and continue north to the next room on 
the right that contains a 


Follow the path as it loops around to the east, and 
enter the doorway on the left. Inside, you will find a 
and a <§&£&» Finish this loop 

by heading south and proceed to the Western Forest 






> area 6, and go west to take the left part of 
will recall that at the top of the steps 
the left was where you acquired the Boiling Ring. 
Now that you have the Glide ability, fly across the 
long gap to collect a 


Western forest 
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■ Ma gic Circle ab ility, _ . 

WESTERN TEMPLE 





In the Western Temple is a room off to the west- Near 
the bottom of the rear wall is a broken section that 
you can slide un¬ 
der with the Mag¬ 
ic Circle ability. 


Maneuver under 
this section to ac¬ 
cess a new hall¬ 
way. Enter the 
doorway on your 
right. This room is 
filled with Armor 
Knights, Thieves 
and Dead Barons, 
but by now, they 
are half your level. 
When the room is 
free of monsters, 
have a seat in the 



0E& 
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Continue on your 
previous course 
south, and enter the last room with an ornate stair¬ 
case. Be sure to grab the SaEfitS? in the back of the 
room, and head down into the hidden depths. 


BASEMENT 




Fight your way through the spiraling, musty cata¬ 
combs. When you find the Blood Skeletons, just run 
past them, unless you are lucky enough to have the 
Magic Type-ability Purify. Without this spell, you 
can never defeat these level 75 undead. 


Use the Save Room on the left ... you'll need it! The 
hallways are filled with Evil Cores, and this is one of 
the best areas in the entire game to level up your In¬ 
nocent Devils, The Evil Cores are not tough, and they 
drop lots of Evo Crystals, Plus, you have a Save Room 
right next to them. Attack with good ranged weapons 
to avoid their staggering touch, and you should be on 
your way to maxing your I.D.s. 


When you're done 
leveling up your 
I.D.s. stock up on 
Potions, and enter 
the last room. Some¬ 
thing horrible is 
locked away in these 
depths; this could be 
the toughest fight of 
the entire game. 
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Repeat this pattern until all that is left is the 
exposed core. This is your chance to steal from 
this Boss. Climb back up one last time, and de¬ 
liver the final blow to the nucleolus to send it 
crashing to the ground below. This grand act 
does not finish the Boss; however, there is an¬ 
other form to contend with! 
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This is a classic Boss from previous Gastleva 
nia games who fans of the series will get a 
kick out of. The Boss itself is not that tough. 
In fact, this Boss doesn't attack you at all! The 
trouble is the walking corpses that roam this 
area: theyTe a real pain. As long as you hit 
them first, they will go down pretty easy, but 
if they touch you and explode, it takes a huge 
chunk of your life bar. 
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Pick a flying I.D., and try to lock on the Boss 
while you work your way up the ramp. Do not 
stop to fight the corpses, or you will never de¬ 
feat this thing. Continue running until you 
are high enough that you can hit the Boss from 
the ledge. After a few hits, a large chunk of the 
outer husk will fall off. 

You will only be able to chip away at one section 
for each area of the spiraling ledge. Jump into 
the center, and attack - - ■ ■ ■——~ . 
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to land back on the 
bottom level. Glimb 
back up the ramp to 
a lower height this 
time, and chip away 
another segment. 
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NUCULAIS 


Use the short time after its attack to dish out a 
short combo. When you see it fail over, attack 
it while it feasts on a corpse. After it is done 
feeding, it will get huge! You can attack its feet 
when it is not walking or trying to stomp you, 
but you won't be able to do very many hits in 
a row. 


If you thought Legion was easy, this is the rea¬ 
son. This Boss can be tougher to tackle than the 
final Boss. The premature birth of this crea¬ 
ture has made it cranky, and it is very tough. 
Hopefully you have the Void and Boiling Ring 
to help protect you from its attacks. 


There are several attacks to look out for from 
this tall, white figure. One of the most deadly 

is when it stretches out ^ - 

to grab you. This attack 

will pull you in and do Mt*/ 0 *** 

a ton of damage. Quick W' 

Step this attack when ^ MV\ 

see its short but ob- J Ifl 


you 

vious wind up. 


Another one of its ranged attacks consists of 
throwing corpses at you. They can be tough to 
dodge, but try to get in close enough to set up 
for a combo after the bodies hit the floor. 


Attack its feet and use all the powers of your 
I.D. Eventually it will reduce in size, and you 
can continue your previous assault. This thing 
is really tough, so don't hold back and manu¬ 
ally use up the attacks of your I.D.s to dish out 
damage. ^ ’■s. 


Obviously, you will need to get in close to do 
some damage, and this is where the fight gets 
frustrating. The Boss doesn't trade blows with 
it “melts” 1 --—■—*- 1 


you. 

into the ground and 
emerges from a lava 
pool that can damage 
you. This can make it 
tough to stay in contact 
with the Boss, but you 
must be persistent. 


One other attack you must be careful of when 
you get close is its purple diagonal beam. The 
Boss sucking in energy and then expelling 
it as it spins precedes this attack. Quick Step 
through this attack. 


The final attack of this first phase is a charg¬ 
ing dash move. You will see the Boss cross its 
arms, and then it will sprint toward you. Dodge 
this attack, and use its recovery time to throw 

out a combo. 
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REQUIREMENTS 


- Water drained. 


Requires 
Water Drain 


Angel Halo 
(Requires Water 
Drain) 


Area Requires 
Water Drain 


Dark Matter 

0 


Aquamarine 

e 



Interior First floor 

From the Warp Room, go east into the area where 
you fought the Boss. How that the water is gone, the 

surrounding area 
where you fought 
the Boss is aeces- I 
sible. Drop down I 
and circle around 
to find a chest 
with an 
SSMltoi On the oppo¬ 
site side, jump on 

jtoie large ledges _ 

and head back out 

of the Boss door going west beyond the Warp Room. 


Completing the next part is a bit of work t no matter 
which way you go. You will need to trek through sever¬ 
al floors to reach the area where you found the Potion. 
Go back up to the second floor, and follow the path 
leading up to the third floor. Head back downstairs 
past the statue 
that raised the 
staircase. Follow 
the path until you 
get to the room 
with a large pil¬ 
lar in the center. 

From here take 
the exit to the 
west. 


Descend the long staircase, and continue on your way 
back to the fist floor. You are almost there! Make a 
right turn, and enter the room that is now devoid of 
water. Jump down 
the large steps, 
and enter this 
new section. 



There are some 
tough Fishmen 
to contend with, I 
but they cannot 
stand in your way 
to complete this 
level. After a few more fights, you will have to remove 
the White Dragons on the walls to lower the barriers. 
No problem. When they are defeated, go out the door 
to the west (right), and in the next room, you will find 
an and the (SteitetG o back the other way. 

and in this room, you will find a chest that contains 
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REQUIREMENTS 

» Hip Press, Shoulder Ride, Long Glide abilities. 




It may have been possible for you to access several of 
the hidden areas, depending on which way you lev¬ 
eled up you Battle Type I.D. Here is a quick run down 
of the two key areas in this region: 


From area 6, go 
south where the 
trail appears to 
end at a section 
of black charred- 
looking ground. 
Use the Battle 
I.D/s Hip Press 
ability to smash 
through to a hid¬ 
den section be¬ 
low. 


There are two paths to take, and each one ends in a 
room with an item. Inside the first room will be a 
(Shaft? you can sit in it for fun and a 
Sggifi that is great for making weapons and armor. 


On the opposite side, you will have to contend with 
the same monsters. This room will contain an HflTtera 
Travel to area 7, and go south west to a long ramp with 
several statues, arranged like bowling pins, at the 
bottom. You will need lytei with the Shoulder Ride 
ability to break through these pins. Hop on his back, 
and race down the hill to build up speed. When you 
hit the statues, 
they will shatter, 
and you can enter 
the room. 


Battle through 
the monsters, and 
enter the door on 
the left. Inside 
are the 

and 

the SfelSSSfiSfg that will increase monster drops. 

Go back out into the hallway, and continue south 
fighting more Great Armor and Ogres. The last room 
on this route holds a 


WESTERN FOREST 


To the southwest of area 2 was an open place that was 
filled with water. Now that it is gone, you can fully 
explore this section to find the which 


is a very elegant "chair” and a chest that contains 


(' Jtvrrf'j 


SOUTHERN FOREST 


Devil's 

Vein 


Western Toilet 


Western 

Forest 








• Water drained. 


Requires Hip Press 


Rattan Chair 




Woodman s Chair 


Rare Ring 


Dragon Scale 


Steel 


SOUTHERN FOREST 


M3 





















































Requirements 




To the Forest of 
Jigramunt 


* Magic Circle ability* _ 


_fstxr tI 

■El 





<1 


Southern alleyways 


. iM 





There is only one small room that you need to go to 
here. It might be easy to pass up, but the prize is well 
worth the small diversion. Warp to Cordova Center 

and head south. 

Continue east past the fountain where you found the 
map to the second door on the right side. 

Half way down these streets is an iron gate on the 
left. Use the Magic Circle ability to slide underneath 
to grab »SS?E&e*35h> While you are in this secret 
room, be sure to check out the Sfeffefltefegi) which is a 
unique “chair/’ 


Requires Magic 
Circle 


HP Max Up 


a 






Park Swing 





HTBtti V'. _|j 



riK, i 

“I 



Second and Third Floors 

There is nothing tricky on this level. Since the end 
of this level is where you acquire the Devil Type In- 
nocent Devil, you should have the Magic Circle abil- 
ity and can complete the entire level the first time 
through. Note the map for several locations that re- 


Requirements 

■ Magic Circle ability. 

quire this skill. Using this ability can allow you to 
take a shortcut through this section as well as ac¬ 
quire the and 
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Requirements 


Fire and Press It and See abilities. 


Requires Press It 
and See Ability 


Comedian's Chair 


Hilarious Chair 


Orichalcum 


Requires Fire 
Ability 


XS Potion 


HP Max Up 
(Chest) 


/ uweeitL 


Director's Chair 


Leather Chair 


Frenzy of Wind 


(*JhMiZ rofu/fi 


NORTHERN RUINS 


These halls are filled with Spirits that are great fo3 
leveling your IXX Take the path to the right, and en 
ter a room that 

will contain the H 

jDggsg&oj#3 (Oftwte 1 


There are two parts in this region that require special 
abilities. To the east of the Warp Room is a vine-cov¬ 
ered door. Use a fire attack from your Mage or Bird 
type LD, to burn through the living barricade, A door 
will be revealed behind the trellis, and you can now 
enter the eastern section of this region. 


gsfksEk When this 
magical band is 
equipped, the low¬ 
er you are on HR 
the more damage 
you will do. 


The halls are 
tilled with more 
Treat Armors. 

At the split in 
the road, take 
the right fork to 
enter a room with 




Head back out to the hallway, and take the first exit 
on the right. The top part of this road will lead to a 
doorway on your 

right with a loom BUT B :- : 

1 1:;• 1 1 cor.rains the SI# 1 "! 


Take the other 
path that leads 
to a room with 
several goodies. 
In here, you will 
:ind a chest with 


and 

This metal is very 
tough to get, so be 
sure to use it wise¬ 
ly when making 
items. 


Go back out and head west to the last room. What, no 
chair! I guess you will have to settle for an SflSteEftlEL 
As you can tell, this is probably the best detour of the 
game! 


Return back to the first room of the Northern Ruins, 
and take the western exit this time. The next corridor 
is loaded with White Dragons. Halfway through the 
hallway is a small button on the top of the wall. If you 
have a Fairy with the Press It and See ability, it will 
automatically press the button, revealing a new area 
to the north. 


(■.}<■<■ iri'K 


Fiturectons] 


torichaicu™ 



























































The room on the opposite side of the large crystal 
hides some very valuable items* From area 1, go north 
into the next room. This will appear to be a room with 
a narrow ledge and a sunken floor. You will quickly 
guess that the object of this area is not to descend into 
the pit below* but to reach the other narrow' ledge on 
the opposite side* This requires the Long Glide abil- 
ity, and if you have it, fly across to the other side and 
go back down to the second floor. 


Second floor 

You will emerge in an open area that is filled with 
Blaze Phantoms, Go out the eastern doorway to a 
short, L-shaped piece of road that stops at a dead end 
that contains the This is a great tool that 

gives protection from dark attacks* 


Go back to the open battlegrounds, and take the exit 
on the opposite side. Fight through the next two sec¬ 
tions filled with Blaze Phantoms* and at the end of 
the road is a green bag worth ( 


Third Floor 


From area I head south the to next room that also 
contains a puzzle of sort. Like the room on the oppo¬ 
site end* this one also requires a special ability of one 
of your Innocent Devils. In this case, yon will need 
a Battle Type ID. with the Brute Force L2 ability in 
order to open the huge metal doors. 
















































Second Floor 


Like the previous sections, this has a wide open bat¬ 
tleground, but this time, it is loaded with Bone Sol¬ 
diers and Undead Lords, 

Use the exit to the left that leads west to explore this 
area. The walls are lined with Thunder Dragons, and 
at the end of the path, is your prize: the 


On the opposite side a whole graveyard filled with 
Undead Lords swarm the first hallway. Dispatch 
them, and take on the Ectoplasm and the Amduscias. 
The final segment of the hallway holds a 
that is a very rare find! 






Requirements 

* None! 


Throne of 
Bones 


Miracle 


Dracijla's Castle BlF 


Requires 
Magic Circle 
Ability 


DRACULAS CASTLE IF 


First Floor Connector 


This is not a secret or tough area to get to, but with this simple detour and miss that 100 percent goal. Go 
your bloodlust for vengeance, you might overlook out the east exit, and head down to the basement 


Basement 


Flea Men and Skeletons will assault you when you 
enter this secluded section. The goal of this little di¬ 
version will be obvious when you enter the next room 
to collect the Also, in the corner is an¬ 

other cookie chair: the 
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ElMhMmSbI 


TOPKNOT 

Ul "' : 


I |'S GOING'.TOO FAR*WHF 
TQRM I NtT.lJ DLS/fcARig 


NODACHI 

- f LNfalTMM'k 


LEATHER HELM 


Ten -Gallon Hat 


A IVH OS LOW IK IV MAI- AM I lOUC.noT? 
rfilA k IIII: 5 AM r- NAM I . VVl A I M I K. VVI N IO' 
fc'ONDn IONS ANL) JOS AF OGT.STVO.^^l 


[GHEAl^NLOl 


THAI WFl.l 


■ Llaihe rH fjm 
\Tthfr 


W) 


Face Guard 


STONE MASK 


IR ON MASK 


CORIN TH FA N H FI MET 


TACL GLIy^RD 

EfnJj^FL... 


Aluminum 


Pumpkin Mask 


iRUM EKIN'] sgo^jT'WpAlSME 

GSiask! VV 11AI I UN! Trick ok i riai".’ Jj 


fej I IF MASK Ol A s 'IK. I I IS AI VI h - ',VLO 
|j:A!xT ISLAND < NADI 


HiKI 

Ippp 


m 


1 





yvl 


mmm 



p 8 |l 



c( sp j _r.iL . 1 j : i j 


B 
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i <& 

I % 

i 
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- X > :■- >5W 'M f ’ JH W'h 

— g. — L ~ " 

School Cal 



mmm 
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WBBBI 

RjfJS 


EBiBrai 
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if')Aft 




a//if 


WttwwnL 




mm 




™r« w&J 


CROSS HFLMFT 


- ARM I T 


WEAPON No o* 


Ada 

r - Dtagon Scale 
^ Ethef 
Ancient Memory 
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LOCATION 


S'El.I. PRICE 


LOCATION 


S F1 I PRICE 


LOCATION 


Sell price 


ttfeiK) \ 


jji 


LOCATION 


SELL PRICE 


ABSOLUTE ZERO RING 


KGAINST I6F* 


I) lURWMUlW 


Brooch of Bonds 


I 'iS YU.. 


DEATH POLL 


mm 


Innocent Su ito rtik 


Re niu i i - it \fi\ T iur k^ot'mi.AkiSRu) 
si[iMFD.WI!I ; NAN lNSLH I N'! I >l'\ II l sis^ 


MU UAL MOVI 


«( 

gRIJM nUEFANDJ 

1 YOUR 

I N' 1 KALIS •10) 

s 



























































































































(■fta rnt/rf'j 


Sell Price 


(Uttr 






SLLC PRLCF: I 




location 


Sell Price 


SfI i Price 

:«»a. X 




MEDUSA RI NG 


moebius Brooch 


'\ i : i : (t r d s' i tshvlX \l l i$r riot e cti® nm i n m 


W | T HQ ijljiEPLETINgMNYf 


nilVAl JUMAV 


PUR I FY RING 


MEG INGE LO S 


|W EXILE RIB IfigjfF LET 1QNflfcXl 


KEN EvL^VVE 1^11 LTOXRE R'S lH i P| BF6i 
RSbid nAM:\cifi hi rs vvej i l:ai7m 


I N I t >M 


R ARE RING 




I : NKOMAtAS I MAL ^ I; 



_ 

1 1 Location ;§ 


SELLPruC E: ; ;H 

K.Yf.t^'A , - J 



. ^ 



LOCATION, J 

- , _.. u. ■ '. ■■ -«■_ , -f 

SCLLPRICE: 11 

^SjlSOsSOS tSSHKI^ 1 

<3sgipA 1 1 

■' | 



Sell Price 


SELL PRICE 


Sell Price 


SELL PRICL 




ST ORM RING 


Sixth Sense b rooci i 




stun Resist ring 


W: HKDSMS; 


15 [f©P.RED" 
SPRINT IK 












































































































































HOT'* 


ivU: DIGINEi 


Memorial Ticket 


Carvings’ 


Fri g i s ierlu^ 


\i Ujr^sj 




[O R^EALa 


POTION 


Ml DI CINE 1 


REGtDVERSj 


|U NX'S 


SUOV 




M ( l PRICE: 




V C “V 










= lula] 




SERI. PRICE 

«2SS00 \ 


4 J lO^TT f* 

**■^1 #J$kt in 1 


_ 

NOTE : POTIONS. SERUM, UNCURSE AND HIGH POTIONS (LEVEL 9 OR HIGHER) 

CAN BE FOUND BE BREAKING THE “CANDLES" IN DIFFERENT LEVELS. 


Sell Price: 
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—^—- r 





















































































































Vf- /m nu/f'r-. 


LL PRICE: / 




Vltitcec/i/, 


Sill PRICE: 


n Pm 


'’))a//,‘f/t r«mi/r 


— 


SFH PRICE 


LL PRICE 

2^1 




WW'/rn 


SLLrPtllCE' 


PRICE 


SFI 1 PRi 


} e&retd. 


BORSCHT 


iresSWkH 


[HOLES IN I l 
flU STORES H 


Steal from ] 


French Fries 


CURRY 


j)U5T^ARKI? 


►L’F'AV LlljTjj 


il'ilKfERENTj 


Hamburger 


[Restores ^1F. 


RESTORES 


[E« 


ICE CREAM 




















































































































SELL PRICE : 


Sellpric 


location 


LOCATION 


Sell Price 


Sell Price: i 


LOC ATION 


Sell Pric 


Sell P 


NAPOL ETA NA 


>ftESTMR.ES] 


PIZZA 


ftr.sroms 


Ramen 


PORK BOWL 


Ww'jSD'LES] 


i F 0 RF x : T l\,Wl : AV0fe 


APONGF’ 


RFST0RFSJ 


Sunnyside Up Egg 



LOC-mON ) 

SELL PRICE: ? I I 


I fL | 

rJk\ K " - 

[ Ss*. -<«£ ■ 


| 

| 10CATION 

Seit.Tr it:E: f I 

^S;1 ^ \ 1 

■ Mam " 































































































































Cftrt ratin' 


Sill PRICK 


S’E LlPkI t'E: j 


'ante. 


Wile at 


NorEU'&IllNs.- H EARTS:-Mb MJtAT>CAN BE E'“CANDLE'S 


Sei i Price 

V 


Sell price 


i/iromf/t 


SELLPRiCE 


Si I I' PRK I 

E^Sa % 




we&M'/m j 




VvVVv 


^SrwZfm t 
SFLL PRICE 


Sen. Price : 

~*E&rx f “ 


Si i rPRicr 


SELL 1 PRICE 


YMeerefA 


TOMATO I UICE 


gj i n taIj i T ‘ l r 4 76 .fEu p vvntsT gggiOTE m l >iwT 
jiii i ail eh Draljiu.a ill'sinuisj-Ir *gi 


; n caTA P) io ri-i vTsaVt 


PK 




$20 GREEN C OIN 


St la t from Ski 11 tun 


:f II I S^LfAl^nIJ0RT K>N! 


BREAK CAN LUIS 


Break caniu is 




CORDOVA 











































































Sell Price 


i i Price. 





I I PRICE 


Si i i Price 


1 s o White money Ba g 


meat' S mall 


iftECCniEKSfAlSlWM 


11 reak Candles 


Rosario 


$ i oo<H I rl t N A'on l y Hag 


[i 1. AIR'©YS»AlH*KVt>N; 


Si: ai i kov. ici i• i n 
Hones 


I 


tw Hi - ’ 


[ mn 

Steal i rom various 

■■■■■■-SB! 

ENEMIES 


m — ml - m ——ZSEZZZJ 





































































Sfll PRICE 




wa&BBtJ: 

Sell Price: 


ftKEKINGl 


m®R 


C cORDQ VA TC)WN MAJ> 


(§© m 


hGtWMWFsIjT 






f}a r<(('fer'> 


Sell Price 


*ame A 




/uioeeaf. 


Sell Price 

V^B^a \ 


^}jft/Ai/t rot/s/ff 


Sell Price 




W&rjf'rwj 




Sell. Price 




Dragon Crest 


[gARV^EP] 


1N#ag]g 


Mac h inf Tfl.WEFCMXr 


1--«\ :!:ii»:::b!-13H 

Sell price': 

NXA 

«""" 1 










































































































































E rn^r 


n Price 


LOCAT ION 


irPmcE 
SSiU25 \ 


i i price 


11 Price 


n PRICE 


Sf el'Price 


Sfli Price 


aluminum 


ADAMANTINE 


ancient memory 


Sjl IU)Mli'IS|SJ I’AI’I »,• 
ii'STRpNtj liOLY jSwFRS; 


Aquamarine 


MB 1.UI:r©RKfASlfc 1;i:A1OTN RMOI I I’ 
Ki'ITARS.MUISI !U l!l! 


Carbon Steel 


BRONZE 


monTvs] 


L) Rt*>IT I - r).;»Y/S KLI \ Tt>N 
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SI I L PRICE 


Sell -price 


Sell Price 




r A [-• r h 0 i-j g Hf n (o r'AY-: i iTat l- v» t a k 1 .1 -j ■ i kc > k i f * M 

nRAL.ON.M>Mi.-\Kl> ANh.l I AMI l-KOOl I I I All 

ri : may as iv f 11 1 1 avi m i n m ^ 


DRAGON SCALE 


ETHER 


Vfttii-i 


SC LI PRICE: 


• Af-Jitny 


FRENZY OF WIND 


raMGAN 


























































































































■ -•>]£*> 




SFFT PRICE 


Sl-U PRICE 


Sell" Price : 


SFirPRlCE 


— 




SFI r PRICE 


sfei. Price 


Sell Price 


Sell Price 


—— 


Sri 1 PRICE 


Seel Price 

; «ytiimn T 


GALTITE 


mgm 


; UA/Y A KM OR ' 


NDIGO STEEL 


Immor t al Fragment 


UNRlGg] 


l e t e !$ o f| iTt r: i,t^ l -r-s ^ 

jENDItSS A Mi >UN i S i >5 I Nil U< A IU.AILV 
Kl to 01 DhJ'T FXISI.HiI hEI -wm 


NITMPE KATURFN: 


^SKELETON* 




yiffiN: 


I ET BLACK 




iRKlitLY? 


mmm 


LIZARD); 


LIGHTNING STONE 


KNIGHT'S VEIN 


! faIrn | 


MO I TO not l> 


[SwordI 


Miracle Egg 


MIDAS GOLD 


WMTCZ! ftG L : V' : IjUR F RjQ 3 - RT 

m.-l NOI 


g(!)RF; 









































































































































































fb/ifirffptrrr. 


Sell'Price 


sell price 


f (lj<nnr A 


\/n Nt-crHf . 


Sell Price 


Sell Price 


!/))al/lA ?<•<«//' 


Sell Price : I 




Orichalcum 


PHLO GISTON 


Wi i I I ;V* 


STEAL FROM FLAMF ! 


Demon 


Pu rple Glitter 


\ : Dropped? nv m [vqgki 
I lARRY NFC ROMANS! R. 
ARMUfU l> S I’RI N I t Is, UN 

..r . r, I 




grcoc^ymi e rj a i%\ i stAntJB 

iMOUNJALN IN.Tl-ll f AS I. Pkl/IM J OR NN] 
UM IN MANY HIM] RIM WEAPONS. J 


■RFCUITOTE EigtASY^rOir 1NI 1 )'Rl M i I 

Pnd hARD; ix> si iape.Jjsf n mouf rpR^ji 

|AV FA PONS Ml AN a Fs\U SR. 


Dropped hS Dark Wak- 
• log k, ; lie )Ni; is 11 i :ni 5- fC.‘ : an i y * 

G RF AT-sM^MtilUe-^:- - % - 


* 

Se 

1 ifPRK 

'S 

” 

Smo ?' 

-n 4 

1 z 







fetibii 


Sell Price 


Sell Price 

: *gS4o [ 


SELL PRICE 


( : Jrt-rr/-, 


Vampire Blood 


S I L A L11- R 0 M if E f- R h F1 


VVll 1) Memory 


Droitf h hv Gnou! and 
iWHITE gravj ai. : 


J---L 


Sell P^f?E 


■ 5350 j 

A_pr 







































































































CREATED 


liY'Di vii:-F«iiiiiNi1vn iisiiocviif 
jjvil 1 B) All! i in uu ,\ir a m \ I 

IN Ml H INI Hi VII . . f . 


1 lU Allll BY AN IN 
MH !M QliVIl WI 
LIGHTING 


bird Devil Shard 


SHARir 


mage Devil Shard 


BKbiei ■■ Jfc 


W*DEVirrXiiRGINCi 


R F AT F a' IAIRV-JTA - i L 


IN ©JS ENT^II) EV, I l\W Ml h E 


FIGII'MNC 


BATTLE DEVIL SHARP 


ABOUT DEVIL SHARDS 

These small egg-like shards are your 
means to forging more Innocent Devils. 
After about 20 minutes of continual use 
an I.D. may drop a shard for you. The re¬ 
ally incredible thing about Devil Shards 
is not only that you can go to Julia's shop 
and forge a new I.D. P but it will get a 10% 
bonus of the stats of its parent! 


--- 


SelTMLGE 


\ 


SELL PRICE 


mz 


— 


SELL PRICE 


DEVIL DEVIL SHARD 


Sel l P ric e : / 


Hop \A 



























































































battling the Beasts 

There are approximately 80 types of monsters in this 
game and that makes for a huge variety of attacks 
and items. Within this section is all the info you will 
need to figure how to fight these creatures based on 
their weakness, tolerance, and hit points. Be sure to 


equip the correct ring to guard against any of the 11 
different damage types. At the same time, check their 
stats to exploit their weaknesses through the use of 
your Innocent Devils. 



Collecting Materials 

Monsters are your main source for materials, so get 
in the habit of stealing from them as often as you can. 
Also, you should note that there are two drop item 
slots. The first is their common drop that you will see 
most often. The second slot, however, is a very rare 
find that may only surface 1 in a 100 times you kill 


a monster. To successfully make many of the coolest 
and most powerful pieces of equipment, use this ap¬ 
pendix to determine which monster drops what you 
will need. The materials section is an awesome refer¬ 
ence to find out what you need to hunt in order to col¬ 
lect that rare material. 
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ARMOR. KNIGH'I 


WEAKNESSES : I TOLERANC E 


ITEMS DROPPED STEAL 


alum. 1 - Cano magical 
nljm Ticket 

ARMOR GIVEN A MIND OF rtS OWN THROUGH 
I VI t MAI ilC, Y FT COM.PL FT FLY EMPTY INSIDE. 
SLOW BLF1 EXIREMELY POWERFUL 


Na LEVEL HP EXP 

106 39 423 298 

129 44 493 572 


AMDUSCIAS 


WEAKNESSES: I TO LERANCE 


STEAL 


Items Dropped 


Hntt.ot i in ANGFI $200 

MEMORY Halo 

A HORSE-LIKE MONSTER KNOWN AS Tll£ 
AR1IS I OF HELL ATTACKS USING A BIZARRE 
TORNADO OF RIPPED OUT ROOK FACTS. 


KLAZE MASTER 


NO, I.F.VEI. HP EXP 
29 14 247 38 


WEAKNESSES: I TOLER ANCE: 


Items Dropped Steal 


ANCIENT -- CFftlMO- 

M EMORY NlAi Tool 

A SUPERIOR SKELETON BLAZE. ALONG WITH 
SUPER FAST MOVEMENT. IT CAN THROW 
EXPLODING KNIVES 


BASILISK No Uvn HP IXP 

49 23 591 101 

139 46 1203 615 




WEAKNESSES : I TOLERANCE: 


ITEMS DROPPED STEAL 




A BIRD LIKE MONSTER THAT CANNOT FI Y. 
UUT ITS SWIFT BEAK AND IA11 CAN UUICKLY 
OVERPOWER IIS FREY 


ARMORED SPRINTER 


Na 

Level 

HP 

EXP 

80 

33 

3(y9 

188 

127 

44 

514 

498 

WEAKNESSES: 1 

TOLERANCE: 

THUNDER 

1* 

Earth 

I'jW 

| 


Itfms Dropped 

% ^ 


Steal 


RFT) stun resist $100 

STEEL 

A POWE RED-UP WOLE LIKE MONSTER, 

Wears spiked armor and fires ultra¬ 
sonic: BLASTS FROM ITS MOUTH. 


LIGHT 

|# f.AlUTI 

m 

Itfms Dropped 

STEAL 




INDIGO 

STEEL 

jADi 

$200 

MOVES FASTER UNDERGROUND THAN ON 
THE SURFACE. SO WAITS FOR A CHANCE TO 

ATTACK FOES 

FROM BELOW 


























( ('VjfV'f/o 


/lrfW77^ 


No, Level up EXP 
104 39 682 317 

I 26 44 795 609 


No Level HP EXP 


BLOOD SKELETON 


BLAZE PHANTOM 


WEAKNESSES; TOLERANCE 

Miu | 4 Dark 

UGHTDAH 1 4 - 


WEAKNESSES: I TOLERANCE 


Items Dropped Steal 


Items Dropped steal 


Punch Dark 

RINGS MATTER 

An elite skeleton blaze. Uses rrs im¬ 
pressive SPEED TO AVOID DAMAGE WHEN 
ATTACKED. 


LITE RALLY LJN DEAD, THESE BLOODY BONES 
ALWAYS RETURN TO LIFE. RED WITH THE 
BLOOD OF COUNTLESS VICTIMS, 


No. Level LIP EXP 

28 13 72 18 

43 18 92 36 

101 38 176 164 

EAKN ESSES : TOLERANCE: 

RL I * DARK 


No. Level HP EXP 

10 6 221 9 

138 46 1146 603 


BONE SOLDIER 


COCKATRICE 


WEAKNESSES: I TOLERANCE 


Items Dropped 


STEAL 


ITEMS DROPPED STEAL 


jet Sunnymiu $1 00 

Black wxgg 

A COCK FULL I IKE MONSTFR CAPABLE OF 
GREAT AGILITY SPEWS STONE BREATH OR 
SWINGS ITS TAIL TO AI TACK 


STFFt KNIGHT’S $50 

J VEIN 

J A MORE INTELLIGENT SKELETON. MADE 
FROM 1 HE BONES OF A KNIGHT AND 
EQUIPPED WITH A SWORD AND SHIELD. 


No, LEVEL HP EXP 

17 8 276 16 

141 47 1251 819 

151 75 2438 1305 

WEAKNESSES: j TOLERA NC 


CYCLOPS 


THUNDER 


Items Dropped Steal 


items Dropped Steal 


Steel Spirit oi $50 
Fuji 

A SLACK MAGIC USER WHO SPREADS COR¬ 
RUPTION Raises other monsters at- 
IACK ANL) DEFENSE STRENGTHS 


RICE P LT 

Black 

A HUGE ONE EYED GIAN!. SLOW. BUT FFW 
CAN COMPARF FOR RAW POWER. FIRES A 
BEAM FROM ITS MONO-EYE. 


No. Level HP EXP 

25 12 212 21 

68 30 437 140 


No. Level HP EXP 
26 12 214 22 

72 31 454 156 


DEAD BARON 


DEAD FENCER 


I WEAKNESSES: TOLERANCE 
Dark I > eight ♦ 


WEAKNESSES: TO LERANCE: 

Dark [ ’ eight <L 


ITEMS DROPPED STEAL 


Items Dropped Steal 


Wl NT 


Knight’s — holy mans 

VEIN VEiN 

A MONSTER ENDOWED WITH THE SOUL OE 

a noble. Moves with cunning grace. 

CLOSING SWIFTLY UPON ANY FOr. 


Knight's 

Vein 


The rfvivep corpse of a master fencer 

BARON. HIS SWORD MOVES SO QUICKLY IT 
SEEMS TO 11AV F HX) B 1 . ADFS. 






























'I 4 k 


EVIL CORE 


^ EXECUTIONER 


Na 

Level 

HP 

EXP 

2 

2 

210 

4 

61 

26 

465 

181 

142 

47 

885 

903 


WEAKNESSES: 

4 __ 


TOL E RAN CE: 

EHUM DER ^ 
LIGHT ft 


Ai 


Items dropped steal 


■ T** 7 

£ % 

A: w 


HAM $50 

BURGER 

AN ABO Ml NAT JON CREATED FROM NUMER¬ 
OUS DEAD BODIES, SMASHES ANYTHING IN 
RANGE WITH A MASSIVE HAMMER, 


□ LA H RIPPER 


A /:f 

f3 1 a' junP 

*Att 


WEA K NESSES: TO LERANCE: 

FIKt | 4 ICT |^ : wIN&jj eartf 1 j£; 

light |$" Dark | 1 

ITEMS DROPPED STEAL 


Miracle L)ark 
Egg Crystal 

A CORE or EVIL MADE FROM HATRED, 

I NVY. ANGE R AND DTI IFR DARK EMOTIONS. 
SUCKS IN WHOMEVER LI CAN 


EFREET 


DUKL MIRAGE 


ECTOPLASM 


FENRIR 


W EAKNESSES: T OLERANCE: 

Fmi * Ice tQ 


Items Dropped Steal 


Wild hot SIO 

MEMORY Dog 

I HE GUARD DOGS OF MIT I HUNT AND 
ATTACK IN PACKS. 


VVUTDS TWO HUGE BLADES. WHICH IT USES 
IN A VICIOUS SLIDING ATTACK. LNfOYS RIP¬ 
PING HUMAN FLESH ATARI. 


NO. 

Level 

HP 

EXP 

39 

16 

78 

11 

48 

22 

100 

23 

95 

37 

157 

66 


THE BODY OF A DEAD DUKE. RETURNED AS 
AN UNDEAD CORPSE. RETAINS BOTH NOBIl 
ITY AND HIS HAT. 


No. Level HP EXP 

115 42 190 I Id 


FINAL GUARD 


JjW2 

y>* s / 

J- / k jS^ ££ 

/ /?> 


A MONSTER ENVELOPED ENTIRELY IN 

flames. Uses its complete controi or 

THIS FIRE TO ATTACK. 


ICE 

Cream 


$500 


WEAK NESSES: TOL ERANCE: 

Light \1t Dark 


HP 

700 

1610 


INCREDIBLY TOUGH ARMOR HOLDING DE¬ 
FENSIVE POSITIONS. BREAKING THROUGH 
ITS LINE OF DEFENSE IS VERY HARD 


NO. 

Level 

HP 

EXP 

15 

7 

282 

10 

23 

11 

376 

21 

131 

45 

1320 

576 


TOLERANCE: 
Lire 4 

Light ^ 

ITEMS DROPPED STEAL 

- m n 

I l 1 slnntsiut- Sun 

BLACK UfEgG TEARS 


WEAKNESSES: 

>« It 


Items Dropped 


TOLERANCE 


WEAKNESSES: 


STEAL 

4% 


NO. LEVEE HP EXP 
157 — 1460 2007 


WE AKNESSES: TOLERANCE: 

Dark j • let |£ 

LIGHT 4 f- 

ITEMS DROPPED STEAL 


THE MANIFESTATION OF TORMENTED 
SOULS SEEKING VENGEANC t MOVES 51 OW- 
LY AND CURSES All WHO TOUCH IT. 


1 H 

150 


EXP 

582 
1338 


WE AKNESSES: TOLERANC E: 

THUNDER |^» WIND 


ADAMAN¬ 

TINE 


High 

POTION 


$500 


No. Level 

67 29 

no 40 

154 75 


HP 

7 

9 

23 


Items Dropped 


- *w 

UNCUR5F 


CURSE SEAS 
ING RING 


STEAL 

J50 


ITEMS DROPPEES 


STEAL 


o 















ft timpfef'j 


f n jtfttts 


/')hfffif J <>{/</ft 




( : Jr/-/vA 


NO. I.EVFi HP EXP 


FISHMAN 


FLAME DEMON 


WEAKNESSES: I TOLERANCE: 


Steal 


Items Dropped 


ANCIENT - AQLIAMA- 

Memory rime 

a rfd m remain: attacks k\ spitting 

F I RE BALLS. [SPECIAL! Y D A ML i f ROLIS WHEN 
ATTACKING JN GROUPS, 


NO. LEV El HP EXP 

65 28 294 148 

99 38 392 273 

121 43 458 490 

EARN ESSES: I TOLERAN CE: 


FLEA MAN 


FROST DEMON 


109 40 5 2 

153 75 11 7 

WEAKNESSES: | TOLERANC E 


Items Dropped steal 


(cf iioo 

Cream 

A FROZEN I IF MON Willi IOIAL COMMAND 
Or COIJV FRIT/B ANYTHING IN MS HAII I 
wi 1 1 1 lu.as rs or igl 


No. Level HP EXP 

41 17 220 64 

86 34 390 242 

134 45 550 768 

WEAKNESSES: TOL .l-.RANC 

Wind 11 LIakk 


FROST DRAGON 


WEAKNESSES: | TOLERANCE: 


Items Dropped Steal 


items dropped steal 


PlROSHKl 


a relative of mi White Dragon, ca- 

PAttl i Ol ICE HAS I l> ATTACKS. 


A 1XIUG1 SUHOiUTINAI tor DlAIII.IIIS 
POWERS OF n Fill IT GIVI HIM AN ADVAN 
I At 11 OVER TOES ON DIE GROUND 


NO. LEVEL HP EXP 


NO. I..FVF1 HP EXP 

62 27 160 96 

118 42 250 106 

156 75 575 702 

WEAKNES SES : I TOLER ANCE 


GHOST 


WEAKNESSES : TOLERANCE 

Light l^t Dark 


Items Dropped steal 


items dropped steal 


Ramin 


A FLOATING SITKII AH1.1 ITJ PASS IIIROUGII 
WALLS. KILLS I IMtiMAI WAICH, CARRYING A 
KNII I ANIt I AM I LILN 


WEAKNESSES: 1 TOLERANCE: 

let FlRf 

Wind 

« 

Items dropped 

STEAL 


;% 

Sum 

Phlogis¬ 

IFARS 

ton 

A DEMON FROM THE INFERNO Willi CON¬ 
TROL OVFR FIRE- BURNS ALL IN ITS TAI H 
WI I H 1 LAML.S FROM ITS HANDS. 


Items Dropped 

Steal 


m 

y-t: : ' 

MILK 

$10 

AN AG ILF, LEAFING HUMANOID MONSTER 
ALWAYS FOUND IN LARGE GROUPS. 





















WIND 


GREAT ARMOR' 

No. Level 

HP 

EXP 


58 25 

465 

117 

fijS, 

88 35 

620 

231 

136 46 

883 

603 


WEAKNESSES: 

1 TOLERANCE: 


THUNDER 

WIND 

ii 

A V 

1 

items Dropped 

Steal 

EN X 

% 

0 

r^r\ 

\ 


STEEL SHORT 

Carbon 

r 

SWORD 

STEEL 


AN ARMOR KNIGHl WITH RED BROWN 
ARMOR RE WARE THE FEARSOME THRUST OF 
I rs SHIELD HASH ATTACK, 


IRON GLADIATOR 


No. level HP exp 

74 31 576 264 

143 47 944 924 

WEAKNESSES: I T OLERA NCE: 


THUNDER 

LlGHl 


: ^ ' % 

&%* 


ITEMS DROPPED 


I* 

STEAL 


SOI I LEATH - DAMASCUS 
mARMns STEEL 

I; A DEMON SI ITCHED IOC ETHER FROM THE 
BODIES OF ROMAN GLADIATORS; ATTACKS 
BY Tl I ROWING AN I RON BALI- 


''$k LESSER DEMON 

C* 7 


Na Level 

27 13 

52 23 

WEAKNESSES: 


WE AKNESS ES: I T OLERAN CE: 


items Dropped steal 

I®, 


A Qy 1CK-FINGERED MONSTER 

CUNNING AND SWIFT. IT ONLY STEALS RARE 

ITEMS 


GI-LEE 


No . Level HP EXP 

76 31 284 126 


items dropped 

‘ % fc 


Steal 


ALUM I LOLLIPOP SPIRIT OF 

NUM FUJI 

A I EYING ML IN S'EE K, PATROLS M'S TERRI 
TORY AND ATTACKSANY TRESPASSERS WITH 
A V 1C IOUS SC R E W ATTAC K, 


->4 GOLDEN bonk! NO, level h_p exp 

O' 7 158 - 12000 0 


f I 


X 

2% 

% 

WEAKNESSES: 

TOLERANCE: 

II Rt 

DARK 

y,f 

Items 

DROPPED 

Steal 

vgguft 

* 

1 

I 


m 

MIRACLE 

Egg 

MIRACLE 

EGG 

£1000 


\ 


A RARE SKELETON ENCOUNTERED ONLY BY 
THE TRULY LUCKY MADE OF DAZZUNGLY 
BRILLIANT GOLD BONES. 


HARPY 


No. Level hp EXP 

78 32 340 292 

137 46 530 904 


WEAKNE SSES: 

WIND 


Items Dropped 

% 


Steal 


TOLERANCE: 


R fn _ ORfCHAL- 

STLEL CUM 

AN AIRBORNE MONSTER WITH A WOMANS 
TORSO. ATTACKS WITH VACUUM TUCKETS 
THAT SHRED AIR AND FLESH ALIKE. 


JIN 


NO. LEVEL HP EXP 

93 36 820 254 

132 45 1100 595 




I WEAKNESSES: 


TOLERANCE: 


Items dropped steal 

% # 

wu das" Frenzy 

Gold of Gold 

A MONSTER BORN OF WIND, HIDDEN 
INSIDE A RAPIDLY SPINNING WHIRLWIND 
ATTACKS WITH BLADES OF AIR. 


<$P 


I IZARD SHAMAN NO. 


NO. LEVEL HP 
66 28 386 
123 


43 


WEAKNESSES : 

TIIIIMIMR 


603 419 

TOLERANC E: 


ITEMS DROPPED 

% 


ethfr 


Indigo 
Steel 

A I FADER OF UZARliMEN I'llAI USES FIRI 
MAGIC, ALSO ARMI D WITH A LANCE FROM 
WHICH II BLOWS IIRI. 





















fjtftrm'/er 






fi/lii/tifft rotu/ft 


tfjfihtftetif A 




NO. LEVEL LIT EXP 

4 4 76 S 

37 15 170 36 

89 35 340 208 

WEAKNESSES: TOL ERANCE 

FlRt | • lu It 

THUNDER w. 


NO. LEV El. IIP EXP 

11 6 137 7 

50 23 280 81 


MERMAN 


UZARDMAN 


WEAKNESSES: I TOLERA NCE: 


Items Dropped Steal 


Steal 


Items Dropped 


t NOTE I V 4 

merman Drops 

NOTHING 

ANCIENT - $50 

MEMORY 

A PURE- BLOOD* MERMAN, A1TACKS BY RAM 
MING OR SHOOTING WATFR FROM ITS 

mouth. Also found on dry land, 


BLACK HFIM 

UN I N 11 LUGL NT AN D UNABL 1 TO USF M AG- 
JC. BUT STRONGER THAN AN AVERAGE MAN 
AND HAS HIDE miCKEft I HAN ARMOR. 


NO. LEVEL HP EXP 


NO. LEVEL HP EXP 
77 31 245 114 

87 35 272 146 


NECROMANCER 


WEAKNESSES: I TOLERANCE 


TOLERANCE 


WEAKN ESSES 


FARM I 


items Dropped Steal 

" Hr, jsa 


Items dropped steal 


ALUMI- FRENCH $10 

NUM FRIES 

A PIG-LI RE MONSTER, OPERATES IN PACKS 
AND ATTACKS FROM LONG DISTANCES 
WITH BURNING ARROWS. 


Red Spirit of Si00 

STEEL FU|I 

AN EVll MAGIC USER WHO MADE: A DEAL 
WITH THI DEVIL ALLOWING HIM TO SUM¬ 
MON MONSTERS ONE AFTER ANOTHER, 


no. Level hp exp 

73 31 169 96 

108 40 221 178 


1’HANTOM SWORD NO. LEVEL HP EXP 
34 15 310 42 


WEAKNESSE S: I TOLERANCE 


WEAKNE SSES: I TOLERANCE: 


WIND 


STEAL 


Items Dropped 


Knights 
V i IN 

A SWORD MONSTER, HOIS No I REAL l/L 11s 
MASTER IS LONG 111 AD, AND GON'I INDIA 
TO FIGHJ LOR IMM 


Ram i n 


No. L evel HP E XP 

57 25 753 155 

144 48 1531 872 

152 75 2886 1331 

E AKN ESSES: I TOLE RANCE 


SKELETON 


19 9 49 3 

100 38 154 64 

EAKN ESSES: I TOLE RANCE 


Dark 


Items Dropped 


Steal 


STEAL 


I elms Dropped 


Bronze 


indigo - caltitf 

sth i 

A HUGE RED HI VII . UNsmrPABl I ONCE 
1 NRAGI D. AND CAPABI I Ol FIRING A REAM 
I ROM ITS LYES. 


Human bones reanimated as a MON¬ 
STER BY EVIL MAGIC. SLOW-MOVING BUT 
LUUJITLD 10 KILL. 


ITEMS DR 

*v 

,OPrLD 

« 

Steal 

4 %, 

Ceramics 

Pork 

Bowl 

$100 

LOP RANKE IVORC: EMPLOYS 

A RAPID fir- 

INC fclOWGUN 

IG MOW DOWN FOES. PIN 

cushions anyi 

TUNG WITHIN RANGE. 





















No, Level HP EXP 
6 5 150 7 


SKELETON R1DEU 


SKELETON BLAZE 


TO LERANCE 


WEAKNESSES: 


TO LERANCE 

Dark 


WEAKNE SSES: 


ITEMS DROPPED STEAL 


ITEMS DROPPED STEAL 


dung Dragon 
SCA l.F 

OVEKPOWFRX FOtS FROM ATOP A DRAGON 

steed. Killing the rider will not stop 

I NF MOUNTS WiR&RK CHARGE. 


Wll-D - POTION 

MEMORY 

A QJJICK. MOVING, NINIA-LIKF SKELL I ON. 
USES RAZOR CLAWS AND SWIFT FOOTWORK 
10 CONFUSE AND THEN KILL 


NO. I FVEL HP EXT 

TO 14 281 39 

94 37 629 280 

130 45 814 622 

TOLE R ANCE 


NO, Le vel HP EXP 
91 35 640 233 


SLOGRA 


SKILL fON TILOOI’EK 


WE AKNESSE S: 


T OLER ANCE 


WEAKNESSES: 


Dark 


items Dropped Steal 


Items Dropped Steal 


ANCIENT BORSCHT *200 
MEMORY 

A DIRECT SUBORDINATE Ol DEATH, HIS 
MULlim LANLT STRIKES ARE ESPECIALLY 
5 I KONG AGAINST AIRBORNE RTFS. 


A SKU ETON KNIt.l 11 A LOP A HLAVIIY 
ARMORED DRAGON INCREASED WEIGH! 
CAUSES I I I I It LOSS OF MOW LI H 


No. Level HP EXP 
53 24 130 58 

69 30 157 90 


SPECTRAL SWORD 


SNIPER ORC 


TOLERANCE 


Weak nesses 


WEAKNESSES: | T OLERA NT I 


ITEMS DROPPED STEAL 


ITEMS DROPPED STEAL 


Knights High *200 

VEIN POTION 

A SWORD MON STL R Wl Ul AN INVISIW I 
BODY. Us BLAUl CONTAINS I NF FORMER 
OWNER'S ANGI K. GIVING ll LIU, 


ancient Carbon $50 

MEMORY STITL 

1\ HIGH RANKING ORC HANDPICK! D FOR 
IIS SUPERIOR SKI HS- LISES A BOW |G URL 
I IIKI I SLK’Cl SSIVI SIKHS. 


NO. L evel HP EXP 

36 15 154 27 

47 21 200 54 

75 32 285 130 

WEAKNESSES: I T OLERAN CE 


No. Level HP EXP 

5 4 32 i 

44 19 86 16 

79 32 133 45 

F. AKNESSES : I TOLERAN CE: 


items Dropped Steal 


Items dropped Steal 



A M AIN ANIMAL'S 111 AD ULVlVl l> AS AN 
ANGRY WltAl III- NFVER LETS CO ON( I US 
III 111 SI I HOI D Ol I'RI Y. 


A MONSTER 11 LA I LOVIS lOMEAl AL- 
LHOUGH WEAK. U WIU Roll ANYONE 11 
CAN GEL CLOSE IO 


















6jt<f raster-* 








WW'/V^J 


l&Jeerefo\ 


NO. Livtl HP EXP 

46 20 167 60 

111 40 315 266 


THUNDER DRAGON 


\ WEAKNESSES: TOLER ANCE 

THUNDER 1^ 


Wind 


THUNDER 


lARTH 


Items Dropped Steal 


Items Dropped Steal 


Storm lightning 

KING ^tONt 

An electric demon with command 

Of THUNDER. CAN SUMMQN BOLTS ONTO 
ENEMIES' HEADS PROM IAU AWAY. 


No. Level HP EXP 
114 42 700 288 

150 75 1610 1338 


No. Le ve l HP IXP 

81 33 17! 132 

102 38 198 173 

124 43 232 311 

EAKNESSES: | TOLERANCE 

RE I a Dark 


UNICORN 


UN DEAD LORD 


Tolerance 


WEAKNE S SES 


LARTH 
LKJH I 


Items Dropped Steal 


Steal 


Items Dropped 


Eorgc VI1 E N b EEL/L $ 200 

Mi MOFtV tUUb's SEAL 

A IIORNID MONSIIR HIAI CAN CON I KOI 
PAH R. USES A M 114 HON Ul I'AH Its Mi 
VAKILD Al JACKS 


RLD ~ $100 

Steel 

A lot 1 - RANKIN t. Skill ION Wll ll I HUH (N- 
1 Ell IULNCL AND Al IACK I'OWi H, Will DS A 

irn.ii srtm spiked maui 


no. Level HP EXP 
22 10 97 14 

103 38 286 2 IS 


NO. LEVEL HP EXP 

56 25 168 66 

83 34 218 124 

113 41 272 216 

E AKNESSES : I TOLERA NCE 

till! I* »AKK 


witm Dragon 


VASSACO 


WEA KN ESSE S: I T OLER ANCE 


ITEMS DROPPED STEAL 


ITEMS DROPPED STEAL 


Cm I Mt IN I Al 
TOOL 


i III nil Ai III D Will! I IIONI s Ul A DRAU 
ON. I I Wll I WAl I I'A I II N E IS I OR A HUMAN 
I O PASS BY 


A I lOATINU SI'IKII IKH DlNu I WO AXIV 
AT LACKS Wll II BOM I AXIS IN SUU. IS SI ON 
OR BY SPINNING I IKE A IOP, 


no. Level HP exp 

84 35 228 139 

92 36 234 148 


NO, LEVEL HP EX I 

64 27 371 114 

122 43 597 409 


WIGHT 


WHITE GUAVIAl 


WEAKNESSES : [ TOLERANCE 


WEAKNESSES: TOLE RANCE 

Till IN 1>IR 


Hark 


ITEMS DROPPED STEAL 


ITEMS DROPPED STEAL 


Whitt serum $ioo 
STEE l 

SKII I E D WITH I I S | ONE. HALBS RIP WHAR.S 
ARMOR OV^U 11 S W IK K MIDI AlOUtilil k 
BRIIDOI MONSJIR 


A II RVI RSI ON Ol A VASSAUU A l lAi k> IA 
SWINOINi. IIIE I WO SriKI D MW ISIIAJSU 
INU HtOM [ Ac:s I HAND. 



_ 




















WIZARD 


'V - > 


NO. LEVEL MT EXP 

12 6 71 5 

IS 8 84 7 

WEAKNESSES: I TOLERAN CE: 

Thunder. is. I 


Steal 


Items Dropped 


SPIRIT OF Mfmoktai 
FUJI Ticket 

A MAGIC USER WHO MOVES VIA LEVITA 
TI ON,"A I TACKS'. WITH LONG-RANGE MAGIC 
AND 11 FA IS OTHER MONSTERS. 


WOLF SKELETON NO LEVEL 

HP 

EXP 

42 17 

99 

42 

51 23 

126 

86 

WEAKNESSES: 1 

1 TOLERANCE 


iY'SW 


* V’\ 


items Dropped 

% **% 

iNmuu.. Potion 


Steai 


inniuD Potion $50 

STEEL (LV. 21 
ONLY! 

THE CORPSE OF A FENRIR REVIVED AS A 

zombie. Hides in its own shadow to 

GE I CLOSE TO PREY- 



& 

ZOMBIE 

NO. LEVEL HP 

1 

EXP 



9 5 50 

4 



59 26 1 55 

67 



117 42 250 

233 


k - > 

WEAKNESSES: | TOLERANCE: 

A 

: V 

f fr% 

FlRI J 4 | ICE 

It 

j / 

r-v '4 

Items Dropped 

STEAL 


V. 


Hi 


ri* ' ' i 

V V* 

Wild 

SIO 


1 l i 

Mimorv 



1 

A CORPSE BROUGHT BACK TO LIFE BY 1 HL 


JJ % 

POWER OF HATE. FAIRLY WEAK. 

BUT A 


LEGITIMATE THREAT IN PACKS. 





















f- ftartft frr'* 


"I jam 


////<'<?/// 


!f}/a%f/t roitafi 


formpm^HL 


teriiu. 


yJr<n/’i 


No. Level HP EXP 
20 9 1130 50 


CRAZY ARMOR 


WYVERN 


WEAKNESSE S 

THUNDER K 


To ler ance 


WEAKNESSES: | TOLERANCE 


ITEMS DROPPED STEAL 


Items Dropped Steal 


GALTiTE 


Short 

CAKE 

LIKES HIGH PLACES AND LIVES ON A 
MOUNTAINTOP. ITS I LAMING BREATH 
REACHES EAR DOWN THE MOUNTAINS!DE. 


CAST-OFF PIECES OF ARMOR BROUGHT TO- 
GETHER. BY AN I VII INTENT. DOES NOTH¬ 
ING BUT ATTACK ALL II SEES. 


NO. Level HP EXP 

55 24 3422 720 


NO. LEVEL HP EXP 

70 30 4200 1 120 


MINOTAURUS 


SKELETON DIVER 


WEAKNESSES: I TOLERANCE: 


WEAKNESSES: I TOLERANCE : 


ITEMS DROPPED STEAL 


Items Dropped 


Steal 


Devil 

Iron 

A BULL-HEADED MONSTER WAITS TOR 
VICTIMS TO WANDER INTO ITS LAIR USES 
ANYTHING IT CAN AS A WEAPON, 


SUSHI 


A MASTER OF WATER WORKS IN PaRVNE R- 
*> : SHIP WITH A GIANT FISH AND HAS KILLED 

vsa COLIN rLESS HUMANS 


Mo. leve l Hr rxr 

82 34 5850 1 U.O 


ISAAC (1) 


SAINT GERMAIN 


WEAK NES SES: I TOLERANCE: 


WEAKNESSES: I TOLERANCE 


DARK 


LYARk 


STEAL 


Steal 


Items Dropped 


Items Dropped 


Devil's 

VEIN 

Oni o f o n ly i wo n tv i i i org fmas i i its . 
lit HAS SEVERAL POWERFUL ENNOCt NI¬ 
PT VI IS. 


— Immortal 

fragment 

AN ODDLY DRESSED: MYSTERIOUS GENTLE¬ 
MAN POSSESSING NO I H ENG BUT SECRETS 
AND KNOWLEDGE- 






















Dark 


TAMA 


A GIANT Of I IUHT 310KN IN Mil CORE 

nit legion. Imperfect due to fxpul 

SION Mil OKI FULLY FORMED 


LART H 
LIGHT 


ONI. OF ONLY I WO Ml VII rORGlMASTI RS 
Ill I IAS SWORN F TERN AI LOYALTY (U THE 
MARK LORD L>RACU1 A 


WEAKN ES SES: TOLERA NCE: 

i Kill r DARK 

ITEMS DROPPED STEAL 


TOMATO 

(UICE 

Mam I KOI CAMII'VANIA. HI plunged 
M il WORLD INTO DARKNESS AND REIGNS 
AT MU- Ml AM Of AN AG| Of TERROR. 


WEAKNESSES: I TOLERANCE 


ITEMS DROPPED STEAL 


VAMPIRE 

BLOOD 


NO. LEVEL HP EXP 
159 ~ 2920 5580 


No. Level hp £X_p_ 

160 - 7500 5790 


TREVOR BELMONT 


Level 

40 


HP EXP, 

4700 2220 


^ DULLAHAN 


No. Level hp EXP 
145 49 7875 4590 


WEAKNESSES: TOLERANCE : 

ice Dark 

items Dropped Steal 


ORACH! ASM RVANT. Ilf MAS SWORN I ITR- 
V NA1. LOYALTY TO DltACUi A ANM REAj'S HU 
\ , MAN SOUI S Wl Ml A GIANT SCYTHE- 

V , - - , .. 


A. 

^ DRACULA 


DRACULA (PORM 21 


Lt(j ON 


No. L evel HP EXP 
148 52 6900 0 


NUCULAIS 


WEAKNESSES: 

IKiHI I*- 


TOLERANCE: 


ITEMS DROPPED 


STEAL 


AstOhlNG HLjMp’Ol MFMIMADt FROM 
INNUMERAUU HUMAN SACRIFICES CRUSH¬ 
ES FOB Wl nil IS MASSIVF WIIGHI 


NO. LEVEL HP EXP 
146 50 6500 4800 




DEATH 


Items Dropped Steal 


DEATH 

Pulse 


INGE 

149 


Level 

53 


H_P 

8875 


EXP 

5370 


WEAK NESSES: TOLER ANCE: 

DARK I •' Light j^E 


items Dropped Steal 


WEAKNESSES: i TOLERANCE: 


Steal 


Items dropped 


A GHOSTLY KNIGHT WHO St ARCH LS FOR 
HIS LOST HEAD. HAS A COLLECTION OF 
UNSUITABLE 11 LAMS IN HIS ROOM. 


ISAAC ( 2 ) 


NO. 

147 


LEVEL 

51 


HP 

6700 


EXP 

4%0 


WEAKNESSES : TOLERAN CE: 

Dark 


Nepolf- 


A TRUl VAMPIRE HUNTER. HIS MFSTRUC- 
IlitNUl DRACULA MADE THE 111 I MONT 
NAMl FAMOUS AMONG IHI I'EOPIF. 


Purple 

Glitilr 


WEAKNESSES: TOLERANCE : 

DARK V LIGHT ♦ 


ITEMS DROPPED STEAL 


Curry 

















(■fw 


r.yw 


i'Jhff/s// rwtfi/r 
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LOCATION: THE FOREST OF JlGRAMUNT 

This is a 50-level tower, and once you start, there is 
no turning" bach. You can tackle this on your first 
visit to the Forest but it will be quite a handful at 
that point* If you are up for the challenge, be sure 
you are fully stocked on healing items, and rotate 
your Innocent Devils to level them up. The only 
thing in your favor is that every five floors you will 
receive a Potion, At the top of this tower is the Kit 
Bag that will allow you to equip an extra accessory. 
This prize makes it worth fighting for early on* The 
Tower of Eternity is pretty totigh at a low level, but 
the experience and rewards are worth it! Here is a 
list of what awaits you* 




iT.HEliTOWE RTOFlETER’Nim 


Potion 































M H EITOWERTOFIEVERMORE 


LOCATION: GARIBALDI TEMPLE - (LONG GLIDE FROM TOWER OF ETERNITY) 


From the top of The Tower of Eternity you can gain 
access to another more difficult place: the Tower of 
Evermore* To get there, you will need the Long Glide 
ability of your Bird Type ID. Face the moon in the 
background so that it is directly in front of you and 
jump off the ledge, gliding all the way to this new 
tower* You will be able to get here on your first visit 
to the Forest, but you have no chance of making it 
through* This is the single most challenging aspect 
of the game, so don't even try this tower until you and 


your LD.s are around level 50! In this tower you must 
fight your way down to the first floor where you can 
break the wall and exit to Garibaldi Temple. Take a 
look at what awaits you in this 50 room battle royal. 
Note the level 75 monsters. Ouch! There are too man 
possible scenarios that you could face but here are 
a few tips to help you make it through. The rewards 
aren't as great as you may think. You can acquire 
Vampire's Blood near the very bottom - this is useful 
for making a powerful item. 


(■JfTZi, 


Tips: The tower of Evermore 


multiple attacks can interrupt many monsters from 
launching their own assault. 


- Collect the Extra I*D, Pocket and make sure you are 
full of powerful Innocent Devils. This item will al¬ 
low you to carry one more ID- and that could be all 
you need. 


- Don't give up on your favorite ID if it "dies”. If 
have a very powerful I.D that falls in battle use 
for you to bring it back to life. Having 
r make all the difference. 


- Stock up on Potions and the Death Doll. Be sure to 
equip the Death Doll to prevent an unforeseen demise 
one of the bottom levels. 


- It sounds petty but smash every candle! This can 
make literally be difference between life and death. 
Remember that they randomly hold Potions and 
meat, which can save your life* 


- Tag team tough enemies with your I.D. If you are 
both attacking one tough enemy, like a level 75 Red 
Grge, it will die sooner and be less of a threat. Also, 


m 





































TH E G'HAI rs 


Throughout your journey there are 24 chairs where 
you can take a seat and relax. The chairs don't “do" 
anything accept give you a good laugh. Once you 
have found a chair it will appear in the Chair Room 
in Cordova Town. In order to sit in all the chairs you 
have to beat the game- Finishing the game is not a re¬ 


quirement, but you can only sit in Dracula's Throne 
during the Boss fight at the end of your quest. Only 
then will you have sat in every chair, and it is then 
that the Complete Chair will appear. Here's a list of 
all of the chairs and the funny descriptions you will 
obtain upon taking a seat.,. 


NAME: Bench 
LOCATION: 
Cordova Town 


* 

4 


k 


A simple bench* its paint 
worn from wind and rain. 
Often found in meeting 
places: has a retro feel. 


NAME: Coffee Cup 
LOCATION: 
Garibaldi Temple 


It may look like a family 
attraction, but its sick¬ 
ened spinning is not for 
the faint of heart. 


am 


l * H 


NAME: Comedian's Chair 
LOCATION: 

Aiolon Ruins 



a 


A comic masterpiece cre¬ 
ated by a legendary com¬ 
ic duo-laugh guaranteed, 
A real rib-tickler. 



NAME: Complete Chair 
LOCATION: 

Cordova Town 


- -• 




Well Done! Your rear has 
sat upon a multitude of 
chairs* and this chair is 
the proof! Good sitting! 



The comfy, no-nonsense 
seat of a renowned direc¬ 
tor famous for his tem¬ 
per. Sit here at your own 
risk. 


NAME: Director's Chair 
LOCATION: 

Aiolon Ruins 


NAME: Dracula's Throne 
LOCATION: 

Dracula's Castle 


The Dark Lord's seat. 
Said to be whittled by a 
madman from the bones 
of a long extinct mon¬ 
ster. 


A mechanical chair made 
by a brilliant scientist 
ages ago. Moves between 
the 1st and 2nd floors. 


NAME: Hilarious Cushion 
LOCATION: 

Aiolon Ruins 


Good for a laugh or two. 
this air-filled cushion 
makes a most peculiar 
noise when sat upon. 


NAME: Emperor's Throne 
LOCATION: 

Infinite Corridor 



Shoot stuff! 




NAME: Gunnery Seat 
LOCATION: 

BiUjhet Mountains + Aiolon Ruins 


NAME: Highbrow Chair 
LOCATION: 

Dracula's Castle 


A multifunctional chair 
in which an intellectual 
may repose, A rare item, 
it must cost a bundle. 


NAME: Leather Chair 
LOCATION: 

Aiolon Ruins 


A gorgeous chair made 
from real leather; for a 
real bigwig. Symbol of a 
boss, hot-shot or top man 


This Gondola with a bird 
cage design connects the 
castle and mountain 
rangea Old but still run¬ 
ning. 


NAME: Gondola 
LOCATION: 
Abandoned Castle 
PM 












Bends you off into a 1 
deep sleep with a gentle 
rockng motion. A little 
too relax! ng t in fact. 


The product of a twisted 
mind, a chair create from 
innumerable bones. No 
fun to sit in, either. 


NAME: Teleporter Seat 
LOCATIONS: 

Many 


t »■ ■: 


NAME: Western Toilet 
LOCATION: 

Forest of Jigramunt 


The eat of a device that 
allows instant move¬ 
ment across Valaehia. 
The origins of the mar¬ 
vel are lost 


Disrobing is not required 
to sit here, although you 
may be thought some¬ 
what odd if observed. 


NAME: Pachinko 
LOCATION: 

Baljhet Mountains 


From the distant holy 
land of Nagoya. Too bad 
you can't cash in the win¬ 
ning balls for money. 


This useful chair allows 
sitters to take a break 
from their adventures. 
Found everywhere. 


NAME: Throne of Bones 
LOCATION: 

Dracula's Castle 


A wooden chair shaped 
like a man. Be careful 
how you sit in it, or it may 
look somewhat rude. 


NAME: Park Swing 
LOCATION: 
Cordova Town 


NAME: Rocking Chair 
LOCATION: 

Julia's £ 


C/u/ /vy/vV a, 


Low Frequency waves 
soohe away your stiff¬ 
ness. This low price in¬ 
cludes delivery and han¬ 
dling! Order now! 

NAME: Woodman's Chair 
LOCATION: 

Forest of digramunt 




//fh 




Wem 


mmwj 


NAME: Rattan Chair 
LOCATION: 

Forest of Jigramunt 


Dusk. My friends have 
all gone home. As si¬ 
lence falls in the park, I 
silently await my moth¬ 
er's return. 


A rattan chair made by 
a certain can-bending 
lady of high standing. 
Comfortable and relax¬ 
ing. 


NAME: Sofa 
LOCATION: 
Mortvia Aqueduct 
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NAME: Stump Stool 
LOCATION: 

Forest of Jigramunt 


A classy antique looking 
sofa that seats two. Looks 
like it would be fun to 
share with a sweetheart. 


A rough seat made by 
the pioneers wh ocleared 
this area. Its coarse sur¬ 
face is hard on the rear. 


NAME: Therapeutic Chair 
LOCATION: 

Abandoned Castle 








NAME: Save Chair 

LOCATIONS: 

Many 
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Crazy Mode 

After beating the game enter ©CRAZY as the 
name for a new game and you can play the game 
at a really high difficulty setting. More mon¬ 
sters plus less damage for each of your attacks 
equals FTJM 

Trfvor Mode 

This mode is also opened once the game is won. 
Simply enter ©TREVOR as the name for a new 
game to play as the Belmont who defeated Drac- 
ula years ago. This character is a blast to use 
and he plays very similarly to the character in 
the previous Castlevania game, Lament of Inno- 
eence. 
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Garibaldi TpUipk 


% mm 


Abandoned-Castle 


4 iTREYOR 


Abandofrad Castl® 


Draculms Castle 


Y Alucnrd 


ICRAZY 


MUSIC BOX : SOUND MODE 

If you are able to beat Boss Rush Mode you will unlock the Music Box item that you can get from the 
Warp Room. This item gives you the option to access the Sound Mode Option to play various music from 
the game. 


BOSS RUSH MODE 

When the game is over and you have essentially 
defeated all the bosses, you will be able to use 
the cleared data file to enter Boss Rush Mode. 
Simply enter a Warp Room and prepare to take 
on each Boss in succession. Several Potions will 
be available after each fight but your Innocent 
Devils won't get to recharge that often. 



[Boss Rush Model 
BeUhet Mountains 
Garibaldi Tenple 
Mcrtria Aqueduct 
Forest of Jigraauut 
Car-dove - Suburbs 
Cordova - Cetster 
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moerujs Brooch 

If you are tough enough to beat Crazy Mode 
this item will be available in the shop. When 
equipped this will allow you (Trevor) to con¬ 
sume no hearts when using any sub-weapon. 



[ ament Save Data= moai 

If you have a memory card in slot one with pre¬ 
vious save data from Lament of Innocence this 
item, that looks like a head from Easter Island, 
will be located in the first stage - Abandoned 
Castle. Prom your starting position go north to 
head outside and in a large clearing you will 
find this magical healing item. 
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Trevor is a true Belmont and that means he uses the old school weapons such as whips. Throughout his quest 
he will be able to gain several other types of whips, but unlike Hector he is limited to this one weapon. Still, 
Trevor also has the original Sub-weapon system at his disposal that will make up for all the fancy armor and 
new f angled weapons kids love these days. In his plus column, he has a lot more basic attacks than Hector and 
his diversity of combos is vastly superior. 


Game Changes 


The game’s levels are essentially the same but with¬ 
out many of the mechanics. There are no Innocent 
Devils since you are no longer a devil forgemaster. 
Also, he can only use whips so there is no material 
combining. This means monsters drop hearts, meat, 
or the rare Rosario. Lastly, he does not have any EXP 
meter so he will always be at the same level. Because 
of all these changes Trevor will pick up ATK, DEF 
and HP power-ups in many of the same locations 


Hector would find an item. The good thing about 
this fact is that you don’t have to worry about kill¬ 
ing monsters to gain EXP to boost your stats In fact, 
playing through the game with Trevor is a lot faster 
since you can avoid many of the monsters and you 
don’t have to mess around with materials. For those 
who like a straightforward no frills approach, Trevor 
is your man. 
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Trevors weapons 
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Thu Vampire killer trans iormTetintoI 

A WHIP OF DARKNESS VIA A MAGIC STONE 
FITTED INTO ITS GRIP 
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A WHIP Of Ft RE VIA A M AG 1C STO N E I I IT ED; 
ONTO ITS GRIP , ■ 
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Aby ss whip 


• Th e vampire Killert igSgSFo rmed l into 

• A WHIP Ol ICE VIA A MAGIC STONE FITTED 
[IN TO ITS G RIP 


A WHIP WITH THE POWEFl TO VANQUISH 
[EVIL; PASSED DOWN THROUGH THE REL- 
MON I FAMILY I OR GENERA! IONS 


Thun per ImI 
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Attack Basics 

Pressing the Square but¬ 
ton will cause Trevor to 
attack with his whip. 
Pressing Square again 
during this attack mo¬ 
tion produces a continu¬ 
ous attack. 



ATTACK BRANCHING 

Similar to Hector, Trevor can branch his attacks by 
using the Square and Circle buttons. Unlike Hector, 
however, the Circle button does not end the chain; 
further branching is possible. Therefor© the configu¬ 
ration of Trevor’s attacks is somewhat more compli¬ 
cated than Hector's, (The feel is similar to 'Lament 
of Innocence'), 


Lift attack 

Pressing the Square 
button while holding 
down HI will produce a 
Lift Attack that launch¬ 
es the enemy up into the 
air. This attack can be 
performed at any time 
while Trevor is on the 
ground. However, there 
are some enemies that 
cannot be launched 
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SOMERSAULT KICK 

By pressing the % but¬ 
ton immediately after 
the Square button, or 
pressing Square and X 
simultaneously, Trevor 
will jump up and per¬ 
form a kick. Enemies on 
the ground that get hit 
by this attack will be 
launched into the air. 
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Combo Structure 

Pressing the Square but¬ 
ton will cause Trevor to 
attack with his whip. 
Pressing Square again 
during this attack mo¬ 
tion produces a continu¬ 
ous attack. 
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A1 - Whip Attack 1 


A2 - Whip Attack 2 



A quick whip attack 
with a snap. 


Another quick snap 
attack following Whip 
Attack 1, 




































A3 - Whip Attack 3 


A3 - Whip Attack 4 


HI - Left Hook 


B2 - Low to High4 






Trevor swings down 
his whip to attack the 
enemy. 

B3 • Final Bush 


Trevor spins at high 
speed, striking out at his 
enemies. 

Cl- Spiral Charge 


A left hook while 
advancing, can stun 
enemeie. 

€2 - Rising Shot 


Following a low kick, 
Trevor spins around and 
performs a high kick. 

C3- Spinnng Blast 




After numerous kicks, 
the enemy is knocked 
backwards with a heel 
drop. 


Trevor advances swiftly 
and knocks the enemy 
back. 


Trevor jumps up and 
launches the enemy 
with his whip. 


Trevor dives down from 
the sky, blasting away 
the enemies around him 
with a shockwave. 
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Sijb-Weapons 

The tradiational weapon of a Belmont, these Sub- 
Weapons are unique attacks that consume hearts when 
used. There are two types of attacks, a Normal version 
that is activated by pressing Triangle and a Special 
version that is performed by pressing R2 + Triangle, 
Each type of attack has it's advantages such as the 
speed of the Knives, the undead cleansing of Holy 
Water, and the boomerang action of the Cross, Switch 
between these weapons by using the D-Pad. 

Axe 


Knife 

Normal - Triple Dagger (1) 


Special - Blade Serpent (10) 


Holy Water 


'wr 


Cross 

Normal - Cross Boomerang{5) 


Special - Grand Cross (15) 


Clock 

Normal - Time Stop Lv,l(20) 


Normal - Tomahawk (5) 


Special - Destruction (10) 


Normal - Roaring Flames (3) 
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Enemies 
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Innocent Devils 
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COMPREHENSIVE WALKTHROUGH 


COMPLETE ENEMY DALAI 


COMPLETE WEAPONS & ITEM LISTS! 


DEVIL FORGING DETAILS! 
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AND MUCH MORE! 
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MASTER THE ABILITIES OF 
A DEVIL FORGEMASTER TO 
BREAK DRACULAS CURSE! 
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